V BUILD YOUR DREAM PC ON ANY BUDGET! 



WORLD PREMIERE! 


































From the creators of the award-winning classic M1 Tank Platoon 
comes the most realistic armored land combat simulation anywhere 
in the world. Ml Tank Platoon 11. 

• Everything here is hyper-real. The detailed cockpits, the thermal view, the trees, 
the forests and even the helicopters that intelligently hide behind hills. In fact, 
it’s as close as you can get to 70 different ground and air vehicles and their 
weapons systems without being classified. 

• You’re in complete control of four M1A2 Abrams tanks in both the gunner 

and commander positions. Test your prowess in first-hand combat 
or command formations by issuing battle orders and 
setting waypoints from the map view. 

• Command platoons in dynamic campaigns set 

■SsE* in Iraq, North Africa, the Russian Far East and 

Central Europe. Every mission is random and 
‘ dictated by your strategic mastery from previous 

missions. The good news is as platoons experience 
tough combat, they’ll serve you better. 

• Faceoff against the enemy as you and your 
fellow tank commanders engage in a multiplayer 

battle that will blow you away. 
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No Other Golf Game 




10 Courses included plus over 
100 more available FREE via the 
Internet! Jack Nicklaus 5 offers 
more than any other golf game 
New for Jack Nicklaus 5 - Lake 










Gives You Jack! 



ir kir ki t— Computer Gaming World "...impressive..."— GOLFWEEK 


Packed with 
new features! 

NEW 10 courses! More than any 
other golf game including Lake Las 
Vegas, Ireland's Mt. Juliet and the 


NEW Grip it and Rip it. The new 


















Now Get Arcade Thrills 
from a PC Graphics Card! 


Putting an Intense 3D 
Voodoo graphics card in 
your PC is like getting a coin-op 
3D game arcade. With 3Dfx Interactive's 
l Voodoo Rush technology, Intense 30 
\ Voodoo delivers everything you want in 
a game card... super 3D acceleration, 

\ 2D acceleration, DVD support, NTSC and 
PAL output to television... and more! 

Enhances More Games 
3Dfx Voodoo Rush technology is the 
f|p \ popular standard and is widely supported 

among game developers. In fact, more than 
H ; 150 new 3Dfx supported games are expected 

m \ to be available by the end of this year! 

Put an Arcade in Your PC! 

HH Don't miss the arcade fun. Buy 
Intense 3D Voodoo now from 
l your local computer retailer! 


INTERGRAPH 


COMPUTER SYSTEMS 






























^ HARDWARE 

m News: 3D Ironworks, Hardware Pipeline, 
Loyd Case 

IE! Plextor Ultraplex CD-ROM Drive 
TO! ATI All-in-Wonder Pro 
mi Creative Labs DVD Kit 
El KDSVS-19 Monitor ► 
m SC&T Force Feedback Wheel 



m REVIEWS Opener 





^ DEPARTMENTS 

sa On the CG-ROM What's on the CD and How to Use It 

Ei Letters Our Readers Speak Out 

El READ.ME News, Views, and tht 

El Hall of Fame Greatest G. 

ESI Top 100 Readers Rat 


^ GAMER'S EDGE 

El Jedi Knight ► 

EJ Fallout 
E3 Abe's Oddysee 
El Age of Empires 
m ~n Annihilation ▼ 


El Martin Cirulis mat’s the Deal With...Wrong Lessons? 
[Our other columnists are on holiday this month.] 


► 


Super Bowl Predictions Page 34 


























ACT LOCALLY-KILL 



“losnmmE AND HAND 
SJJ UTHM FRENCH FRIES, 
SajUTLYimmSAGIANT 
TARGET ON EACH ONE’S CHEST 
AS THEY VALUED TO THE 
KETCHUP STAND. AFTER I 
PJAYEOJTHEHSONHEATNETS 
NET FIGHTER, I fELT BETTED 
AND SUDDENLY ALL THE 
TARGETS DISAPPEARED! f? 


HEAT USER NAME: reniu 
TOURNAMENT RECORD: 12-2 


FAVORITE SPECIAL MOVE: 

swinging knife decapitation 

TRASN TALK EXCERPT: 

“Now that’s what you call a super¬ 


close shave!” 


OTHER FAVORITE 
GAMES ON 
HEAT.NET: 


MET fighter; the only fighting 


NAME: Douglas McClure 
HOMETOWN: Kokomo, IN 

RANK IN NET FIGHTER: 1st 
DEGREES EARNED: 235,000, 

traded 27,500 to buy Quake” 
in the HEAT store 
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GUHUUYONHEAT.NET/ 



GAME ON THE INTERNET!! 

j HEAT.NET NOW! Through HEAT.NET and the miracle of CyberDiversion, TAKE IT TO 


all over the globe! You’ll feel better, 


ion, • miTnmmr 


will feel better! 


Ml USED TO TAKE OUT MY 
BULLETS, AND ON EACH ONE I 
MOULD URITE THE NAME OF EACH 
PERSON ON MY BUS THEN A 
FRIEND SHOVED ME I COULD 
IN 


HUT USER NAME: thunderhammer 


FAVORITE SPECIAL HOVE: 

forked lightning kick 

TRASH TALK EXCERPT: “Stop hitting 
like a sissy girl!” 

OTHER FAVORITE GAMES ON NEAT.NET: 

Blood," Duke NukerrCTotal Annihilation" 
Shadow Warrior," Postal" 










a nciEnt Treasures. 


An AGE-OLD mYStERY 

The onLY tHinG missinG 
is YOURSOUL. 
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Computer Gaming World doesn't 































Don’t Myth It 


The Hottest Sports and Strategy Games, Plus a 
Host of Other Goodies on This Month’s CD 


How To Use the Disc 


> goal ( 
















Of course, -they have to 
sleep sometime too. 

















that’s light years ahead 


Windows 95* 

NOW SHIPPING! 

Our store is open 24 hours 
a day on our 

Web site: www.avalonhill.com 

GAMES 
WITH GUTS! 


f PRODUCTIONS 


PRODUCTIONS 
Avalon Hill Game Company 


High Praise for ACHTUNG SPITFIRE . . . 


“Achtung Spitfire™ is a wargamer's dream: dozens of scenarios, an excellent Al, 
a scaleable skill system, intuitive interface, multiplayer capabilities, and the list goes on. 
Throw in gameplay that makes you sweat bullets and causes you to think in terms 
beyond odd columns, and you have a fantastic game.” Gamespot.com 
Computer Gaming World magazine’s he 
This Battle of Britain Mixes Real-Time Strategy Wi 
went on to say, “For any gamer fascinated by the 

combat tactics, or the Battle of Britain in particular, ACHTUNG SPITFIRE'S blend 
of depth, variety, and long-term replayability is sure to please.” 

CG Choice Award; Rating: ***** 

More great praise from Computer Games Strategy Plus magazine. Commenting 
on the player’s ability to control each plane’s actions, ‘This strategic element 
provides the game with that 'up until 2:00 a.m.' dimension that all great wargames 
possess.” “Highly recommended.” Stamp of Approval Award; Rating: ****1/2 

Achtung Spitfire 

is a must-have 
for your collection. 

Defiance and Achtung Spitfire are 

mSmmsSjS; -*=s everywhere 





Mac and Windows® 3.1 & '95 


Avalon Hill Game Company 

DIVISION OF MONARCH AVALON, INC. 

4517 Harford Road, Baltimore, MD 21214 • Toll Free: ' 












Death of the 
Dream 


Are Game Publishers Becoming More 
Market-Savvy or Just Plain Greedy? 


quotations are 
taken from the 
charter of an 
established 
computer game 
publisher. See if 
you can identify 
which one. "The 
work that we 
publish will be work that appeals to 
the imagination, as opposed to 
instincts for gratuitous destruc- 
tion....Not only will we adhere to 
these values in our own work, but 
we will also support tbe efforts of 
others working toward the same 
ends....Above all, we will work with 
an overriding concern for quality, 
integrity, and the unimpeded 
process of imagination." 

My personal favorite happens to 
be, “Most businesses today are 
founded on the Idea of making tiff ■ 
greatest possible profit in the least 
possible time. We are not. We are 



ing great things.” 

Of course, this is the same com¬ 
pany in which a well-placed execu¬ 
tive once said he could sell dog 
manure to the customers if he had 
the right box. It’s the same compa¬ 
ny in which a respected producer 
asked, "Who cares about the cus¬ 
tomer, anyway?" Another respected 
producer once described the com¬ 
pany’s culture as "enforced medi- 


who allowed an Amiga game to 
languish until the machine was 
nearly dead and begged, “Can we 
please just ship this [expletive 
deleted]?” 

Ironically, the company just did 
what the sacked producer essen¬ 
tially wanted to do. They rushed a 
high-profile product out the door 

► ^ A well- 
placed exec¬ 
utive said he 
could sell 
dog manure 
to customers 
if he had the 
right box. 77 

the medical profession one better 
by throwing the untimely published 
product into the online seas to sink 
or swim. Yes, they did just ship that 
[expletive deleted]! 

Of course, my example merely 
picks on one prominent company 
but this degradation of ideals has 
taken place throughout our indus¬ 
try. More than one company has 
promised designers and program¬ 
mers that they would become the 
rock stars of the next generation. 



new “stars,” the companies started 
deempbasizing the names of the 
designers and developers on both 
game boxes and game documenta¬ 
tion. More than one company has 
made the pledge that it was going 
to hold games until they were fin¬ 
ished and ready for release, only to 
reverse itself when the end. of the 
fiscal quarter drew near. More than 
one company has pledged that it 
would support the consumer by 
adding such features as network 
play or scenario editors (free of 
charge) in later patches, only to 
double-cross gamers with retail 
add-on packages that were 
required in order to actually get 
those same promised features. 

Naturally, many savvy readers in 
the industry are going to glance at 
this editorial and ask questions that 


crappy, unfinished product from 
your company, but they aren’t likely 
to buy two. Yet publishers continue 
to cut their customer service staffs, 
reduce the time to play-test their 
games, and overwork their quality 
assurance staffs. Why? Because 
those are cost centers instead of 
profit centers. This bodes ill for the 
industry's future. 

Further, sharing technology 
instead of constantly trying to fig¬ 
ure out some circumlocutious solu¬ 
tion that fights emerging industry 
standards (and ends up doing one 

three things worse) would advance 
our industry instead of setting it 
back. If, as tbe dreamers in our 
industry wish, we had standardiza¬ 
tion, we could reach more potential 
gamers through ease-of-use and 


seem, on the surface, to be fair. 

'Do you think companies can real¬ 
ly stay in business while ignoring 
the profit motive?” “Do you believe 
for one moment that we could 
share technology with our competi¬ 
tors without losing our edge?” “Are 
you saying that we’ve reduced our 
commitment to quality?" (My 
answers-by the way-are no, yes, 
and yes.) 

The truth is that I believe that 
quality will lead to profit. Shortcuts 
to quick profits are a negative 
investment. Gamers may buy one 




lower costs (for both developers 
and consumers). Let the wars be 
fought on the design front, not on 
the technology front. 

Now, I'm enough of a realist to 

ful to our ideals. Changing circum¬ 
stances force us to compromise, 
whether we like it or not. Still, once 
in a while, it helps to go back and 
look at what we want to be in order 
to make a course correction and 
get there. If, of course, we ever 
believed in the ideals we pro¬ 
claimed in the first place. % 
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“Gorgeous dynamic textures and 
intricate levels.” 

-PC Games 

“Valve’s skeletal animation 
system provides gamers with 
some of the most eerily life-like 
opponents they’ve ever seen.” 

-Computer and Net Player 


“Half-Life has some of the best 
adversaries in the entire action 
game genre...[it] eclipses the 
enemy Al in any other action 
game to date.” 

-Computer Gaming World 


‘Half-Life may very well redefine 
the standard for action games.” 

-PC Games 


“The best first-person shooter 
we’ve seen.” 

-Gamespot 




i. com/halflife 
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ARCADIAN INQUEST 


Frostbite, Grand Prix, HERO., 
Kaboom!, Pitfall!, River Raid, 
Seaquest, Sky Jinks, and Spider 


Atari2600Act 

Nancy Donnell (Activision): ATLANTIS, BARNSTORMING, 

und Mountain, NV Dolphin, Dragster, Enduro, Ice 
Hockey, Keystone Kapers, User 
•jr letter together Blast, Megamania, Oink, Plaque 

Attack, River Raid II, Skiing, 


early/mid-1980s. I have seen the two 
Microsoft Arcade packages, but also would 
like to know if there are other games from 
that era available. Specifically, I am looking 
for games such as DONKEY Kong, 
Defender, Tron, and Gaiaga. 

Todd Williamson 

from the! 


with those particular titles. 
There is a version ofGALAGA 
on the Web (wwwRr.com/ 


games on the Web, it could 
be shut down by the trade¬ 
mark holder at any time. For 
the benefit of others who may 
be looking for arcade classics, h 


Atari2600Action Pack forWindows 

(Activision): Boxing, Chopper 
Command, Cosmic Commuter, 


Atari2600Act 

95 (Activision): Breakout, Canyon 
Bomber, Checkers, Combat, Double 
Dragon, Night Driver, Pressure 
Cooker, Private Eye, Space War, 
StarMaster, TItle Match Pro 
Wrestling, and Yars’ Revenge. 



Centipede, Missile Command, plus— 
BAiTLEZONEand Tempest. 

Return of Microsoft Arcade: Dig-Dug, 
Galaxian, PacMan, and Pole Position. 


Crackpots, Fishing Derby, Freeway, 



CompuServe: 76703,622 
Internet: 76703.622® com- 

Or write to tire following address: 
CGW, Letters to the Editor 
135 Main Street, 14th Floor 
San Francisco, CA 94105 
We reserve the right to edit all 


HOLLYWOOD COMMANDER 

I have always enjoyed the WING 
Commander series. I recently saw the 
movie Starship Troopers and I was won¬ 
dering if Origin plans to come out with a 
Wing Commander movie. 

ElectionicArts recently sold the rights to 
develop a WlNG COMMANDER movie or 
cartoon television series, or both, to Digital 
Anvil, the company founded by WlNG 
Commander creator Chris Roberts. 
Roberts has long held that the title would 
make an excellent film properly. % 
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I ADVENTURE TO SAVE P 
THE DEEPEST DUNGEONS 
ADVENTURERS ON AN AM A 


INTRIGUE 




INTELLIGE 






The Latest News From the Computer Gaming World 


Edited by Charlotte Panther (CPanther@zd.com) 


Jacksonville Wins Super Bowl 

CGW Sims the Big Game So You Don’t Have to Watch 



A nother boring Super Bowl 
party? Don't waste your 
time! Using Sierra’s Front 
Page Sports: Football Pro 98, 
CGW has already determined that 
the Jacksonville Jaguars, behind 
lefty QB Mark Brunnell (who 
throws right-handed in FPS 98, by 
the way) will dump Steve Young 
and the 49ers by the rather unusu¬ 
al score of 12-8. 

This year’s Super Snooze Fest 
will be led by Jacksonville's 
Natrone Means, who will run over 
and around the Niner defense for 
104 yards. Now that you know, you 
don’t have to blow Super Bowl 
Sunday in front of your television. 
Blow it in front of your computer 

son’s hot new games. 

How did we make our predic¬ 
tions? Simple. First we downloaded 



NY Jets at Miami 

Miami 33-3 

Tampa Bay at NY Giants 

NY Giants 20-19 

Dallas at Green Bay 

Green Bay 19-10 



Pittsburgh at Jacksonville 

Green Bay at Minnesota 

Green Bay 23-13 

NY Giants at San Francisco 

San Francisco 23-13 


the mid-season player ratings from 
Gridiron Flashback, an excellent 
Web site (http://www.courant. 
infi.net ~ mpfl/fpsf.htm) devot¬ 
ed to the Front Page series. Then, 
using our newly updated rosters, 
we played the season from Week 
13 onward with FPS 98’s Fast Sim 
feature. We cheated a little by start¬ 
ing with the NFL teams' actual 
records through Week 12. 

Although there were a few surpris¬ 
es (the Broncos choked in the play¬ 
offs again, for example), the teams 
that made it to the Super Bowl cer¬ 
tainly seemed plausible. For the big 
dance, we played a standard Front 
Page game, with the CPU control¬ 
ling both teams and using the reg¬ 
ular physics-based model. 
Obviously, the Jags had better 
physics than the Niners. 

—Dennis McCauley 



AFC Championship 

Miami at Jacksonville 

Jacksonville 26-17 

NFC Championship 

Green Bay at San Francisco 

San Francisco 20-9 

Super Bowl 

San Francisco 49ers 
vs. Jacksonville Jaguars 

Jacksonville 12-8 
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Low-priced Software, No Mumbo Chumbo 

T he holidays are over and you're broke, but there are tons of games out there that 
Santa didn't bring you. Well now there’s a way to get your mitts on all the hot titles, 
right when you want them, without giving your bank manager an embolism. 
Following in the footsteps of companies like Amazon.com and Barnes and Noble online, 
Chumbo Corporation recently made its debut in the world of e-commerce. Instead of sell¬ 
ing books, however, Chumbo is offering software—with all the hottest games available at an 
extra-low price. Chumbo claims that because it is conducting business via the Internet, 
which requires less overhead than a regular business, it is able to pass on the savings 
directly to the customer. Chumbo has established a partnership with the Point Group, a 
company that specializes in creating bundles of software, who will put together exclusive 
packages, providing added value for users. 

Chumbo has also teamed up with software distributor Merisel to ensure the availability 























Summer Sim Sweepstakes Winners 















Discovei a new horizon 
assic ADSD role playing. 


REALMS®ona visually dazzling, realtime 
RPG experienced his wondrousjplace, 'wWffeetrue role playing, on a grand scale first began, now 
comes alive in stunning graphic detail. Y our quest? Lead a party of adventurers on a j oumey to 
save the Sword Coast region from a sinister plot that involves impending war, dark prophecies, 
betrayed alliances...even your own soul. 

rV ‘ Huge game world-5 CDs filled with nearly 10,000 ill Authentic AD&D®eharacters, each represented 
* game screens in striking SVGA, all ' accurately on-screen down to individual class, race, 

rendered in glorious lfo-bit color gender, skin and hair color, armor and weaponry 


ig Incredibly detailed structures and environments; i 
dynamic lighting day/night rain, snow, fog and * 
lightning effects 


Manage up to a (^character party on a gripping 
non-linear adventure spanning seven chapters 
with multiple twisting subplots 


B aldaR’s f^ate ' 

Arriving Spring, 1998 ^*“^ 


"< 0 ? 






READ. 
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We’re Not 
Dead Yet! 

But Recent Moves Suggest That 7th 
Level Is in Need of Some Life Support 

7 th Level shocked the gaming industry recently with the 
announcement that its highly successful Monty Python 
game line was on the selling block. The news came just a 
few months after Ion Storm's acguisition of 7th Level’s real-time strat- 
ne, Dominion (along with its designer, Todd Porter). All this activity 
left 7th Level with just one major gaming title, Return to Krondor, the role-play¬ 
ing game by best-selling science-fiction fantasy author Raymond Feist, and the true 
sequel to Sierra On-Line's acclaimed Betraval at Krondor. 

All was revealed at Comdex, where 7th Level made yet another announcement-that it had acquired Pulse 
Entertainment, developers of adventure game Bad Mojo and the upcoming 3D shooter Space Bunnies Must Die. 

The two companies have merged management and operations to form a new company called P7 Solutions. P7 will 

So what about the games? WelL Take 2 Interactive, publishers of Ripper, the upcoming Black Dahlia, and the Jet 
Fighter series, acquired distribution rights to all the Monty Python titles, then immediately sold all American distrib¬ 
ution rights to Panasonic Interactive Media. Take 2 retains the European distribution rights. The latest title in the 
Monty Python series, The Meaning o 



and new dialogue from all the original cast members, is still scheduled for a December release. As for the Pulse 
titles, the membeis of the Smce Bunnies Must Die production team have formed a new company, Jinx, and will con¬ 
tinue to work on the product. According to Jinx CEO Vinny Carrella, Ripcord (a division of Panasonic Interactive 
Media) and P7, which are both minority shareholders in Jinx, have been very supportive in helping the company 
get off the ground. Carrella is enthusiastic about the new move: “It's like moving out of your parents' house for the 
first time-it’s really scary, but it’s also really exciting." Plans for Ripcord to publish Space Bunnies are still going 
ahead, and the game is set to meet its summer 1998 schedule. 

And, in a surprise move, Sierra announced that it had acquired PyroTechnix from 7th Level, bringing the 
Krondor series back into the fold. Sierra Northwest, the company's Seattle-based development division, is work¬ 
ing with Raymond Feist and PyroTechnix, and the company anticipates a late 1998 release tor the game. 

—Charlotte Panther 
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RULES MUST BE BROKEN 

MUST BE OVERTHROWN. 

MUST BE ROUTINELY TAKEN OUTSIDE , 
DIRTY JOB BUT SOMEBODY HAS TO doi 


CATEGORIES! MUST BE ERAS! 
US QUO MUST BE SPANKED- 1 
SMACKED UPSIDE THE HEAD. 


WE’RE ION STORM, A BUNCH 

T SUCCESSES BUT JUST DIDN’T FIND I 
BIG FAT VOID’ AND WE WERE HELlI 
LIVED ON THE EDGE, BUT WE WE 

NEW IDENTITY. 


aLOT FREAKS 


COMFORTABLE. 
BENT ON FILLING 
RE READY TO JUN 


T OON REALLY,’REALLY ' 


TOM HALL: A FUNNY GU’fwho WAf 
IDEA THAT COMPUTER oi 
.INTERACTIVITY. IN A past LIFE, 
HE CO-CREAted wolFENSTEIN 31 
RISE OFTHETRI, 
OF THE ORIGINALfou 
SMALL COMPANY' 


TO GET ALL TOUCHY-FEELV 
eS HAVE TO BE STUFFED 


’FLAHERTY: HIGHLY TALented 

RT FILMM A K I N G’ 3 - 11 MODELING 


iRYTHING: 


jg anything even sui 
BE SUBMITTED to 
JERRY FOR HIS 


ARTISTiGrIT I 



W J 


AM 








‘POPULAR” WRIGHT: 


peRATING 

IMPORTANT. 


OFFICER TC 
KNOWN‘ 


THINGS DO! 


<10 TOMORROW. 1 
gEROUS With a \ 


DULCIMER 


WANTS TO REVOLUTIONIZE THE (.AMINO INDUSTRY 
CAT DADDY/LIZARD KING/ ceo MIKE WILSON: MAN 

asss 

1 

.1 


a 

POSSIBLE FOR ALL '' MERI 
TO BUY QUAKE Al 
SLURPEE i N THE SAME 
PLACE. RUMORED to be 
PRESIDENTIAL CAND) 
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Flight Unlimited li immerses you in the 
sheer thrill of flying like nothing you’ve 
ever experienced. Pull mind-bending G’s in 
your quicksilver P51-D Mustang. Play chicken 
with F-l6s. Get on the horn with Air Traffic 
Control as you pick your way through skies 
filled with aircraft. Hurtle underthe Golden 
Gate Bridge and around the TransAmerica 
tower. With Flight Unlimited II, you’re not 
just flying, you’re realty flying. 


EIDOS 


www.eidosinteractive.com 









Shrouded in secrecy, the U.S. 'sJSFprogram delivers 
lhe most advanced stealth technology ever seen in 
a fighter. And with a mind-numbing complement of 
classified weapons systems, this Is one fight you 


The Joint Strike Fighter is l 


! of high-tech weaponry, inducing I 
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You’ve been warned 


il? 




there’s only one H)ing 
rnopc torturous than playing 


Deathtrap Dungeon. 






J^eat pieAVkip me. Jtujt dont Kit tKat Quit kulton." Consider it your 
Katilo cry. I Ken Kring-flW tKe skeletal warriors, zomkies and over 5Q 
otKerundead denizens. EaeK Ane is a eKanee to slice and'dice like U Ginsu 
• Knife £one Kad. An opportunity to master tKe 13 deatK implements ttt - 







Mot playit)| if. 



v.dcath l rapdun Aeon.com 






The Creators of 


DESCENT 



Take You Out 
of the Tunnels 

AND INTO THE 

Vast Wonders of 
S PACE. 



Parallax 

Software 


Myst the Boat 



they have also been criticized 
for their lack of a detailed plot. 
Cyan (Myst^ i 


id let the story be told in a series of novels published by 
Hyperion Books. But what of the promised comics from Dark Horse? Cyan 
and Dark Horse confirm that Myst: The Book of the Black Ships will not be continued 
beyond the first issue, which was published in August. “There were communication problems between 
the two companies. It didn't turn at 


jr Cyan. Dark Home 
agrees that the comic book medium 
isn't the best format for what Cyan was 


novels won't appear sometime ih.the 
future. "They made up this whole 
backstory for the first game so there 
wouldn't be any holes, and it ju$; 
grew and grew," she says. "Now I 
think they Just want to take some tim 
oW-Kate Hedstrom 


Same Game, New Name 


R acing fans be warned. Papyrus’ 
recently released CART Racing— 
not to be contused with 
Microsoft’s CART Precision 
Racing— is actually a rere¬ 
lease of 1995's Indv Car 
Racing II. Papyrus was 
forced to rename an did I 
product as a result of the 
splitting of the CART and 
the Indy Racing League. 

Cart Racing does include 
some upgrades, however, including Rendition 3D suppod 
and a 200-page strategy guid e.-Matthew Schaefer 



| NIGHTMARE MED 

Aimed ohVwitli a spitfire yo-yo and his own 
I wteaifd cunning, a young man faces his deep- 
I est, darkest fears in Disney's Nightmare 
I Ned. fits all in the spirit of fun, how- 
let. Part strategy and part arcade, 

I the game features five nightmare 
I worlds for young players to visit and 
I explore. There's the graveyard, the schoi 
I the infirmary, the attic, the basement, an 
the bathroom. Each realm features its oi 
I brand of traps, passages, and demons. 

Then there are the Shadow Creatures, 
each of which occupies a nightmare ant 


explored. Reveal all five oreaturesto win the 





Command & Conquer™ 
Dark Reign™ 
Uprising™ 

Total Annihilation™ 

IDhat Do 
These Games 
Haue In 
Common? 




















The Official Guide to 
Michael Straczynski's Babylon 5 

BONUS! Includes an enhanced "Best 
of Babylon 5" music CD by 
Christopher Franke! 









Your Worst Nightmare 


W hat do you get if you combine Virtua 
Fighter 2, Tomb Raider, and Jack the 
Ripper's hometown? Probably some- 


against the gruesome assortment of monsters as 
one of two characters, a muscle-bound priest or 
a lithe, sword-wielding female student. 


























T‘ ATI has the winning cards. Witness the industry*; 

most recent awards from PC Magazine, PC World, 
” PC/Computing and Boot*, and ATI's partnership 
with the top ten OEMs. ATI's ace is our award-winning 
XPERT products available in both PCI or AGP Gamers go 
berserk over XPERT®Play's 3D features and performance, 
TV-out and video playback. Not to be outdone, XPERT@Work 
delivers maximum levels of business productivity with 
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Empire Joins the Golf Wars 
With a Strong Contender 

E mpire Interactive has devised a new way for PC golfers to whack their balls. Dubbed the 
MouseDrive, Empire's star creation promises a more natural, real-time alternative to the genre's 
traditional double- or triple-click swing meter. 

In fact, Empire Is so convinced that you’ll love the MouseDrive, they've purposely omitted a swing 
meter alternative—a move they may regret if players don't take to the new swing mechanic. 

To use MouseDrive, players simply pull back on the mouse for backswing, then push forward for the 
drive. Sideways movement on the followthrough creates hooks or slices. According to Empire, the real¬ 
time interactivity of the MouseDrive makes it possible to achieve highly technical shots, from low drives 
into strong winds to draws, fades, and deep bunker explosions. The free-form mechanics of MouseDrive 
also require the use of 12,000 frames of animation to represent more than 90 possible swing variations. 
________ Practice greens and an interactive tutorial hosted by Gary Player are 


In the Works ► 


Two 18-hole courses ship with the game: South Carolina’s Hilton 
Head National, and the Jack Nicklaus-designed St. Mellion International in Cornwall, England. Every 
inch of each course was surveyed, then height-mapped with SGI workstations. The game incorpo¬ 
rates actual turf, trees, and hazards into the course design. The results are extremely photorealistic 
when viewed'at 640x480 at 256 colors. The courses are further enhanced with light-source shading 
and detailed texture-mapping. 

The digitized golfers are also exceptionally well drawn. Video-captured at an incredible 200 frames 
per second, the onscreen animation is fluid and lifelike. Most amazing, however, is the golfers’ realistic 
interaction with the course graphics. In most other sims, golfers stand liat-footed, regardless of the ter¬ 
rain. In Golf Pm, onscreen golfers strike a more realistic stance that is determined by the lay of the ball 
in relation to turf inclines or proximity to course obstacles. For example, a ball played on the edge of a 
steep bunker might require that the golfer stand with one leg higher and knee bent. This is one of those 
small details that you never miss until you see it implemented for the first time. 

Game styles include match, stroke, and tournament play, with a progressive handicapping sys¬ 
tem that automatically adjusts as your play improves. Though it's not clear from the prerelease 
information, Empire hints that you can also compete with professionals such as Player, Nicklaus, 
and Tom Watson in recorded play from actual tournaments. Other features not available for preview 
include a 5,000 word shot-by-shot commentary, and "Play with the Pro,” an interactive analysis of 
your golfing techniques, coached by Player. Multiplayer games support up to eight players via 
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Introducing the next step 
in the euolution of action 
strategy gaming... 


X Multiple Uieuus 
X Multiplayer 
X Multiple Sides 
X Full 30 

X Intuitiue Interface 
X Intelligence Ularfare 


From the producer of 

H-Wing™ and Tie-Fighter™ 

and the designer of 

The Super Star Ulars Trilogy™ 


mm 


n~ n f*Y (77 P f r Y? 


% 


The mar begins February 1598 












It's The Subtleties Of 
myth That make It Great. 

That Is, If ta Consider Hacking Up ft Dwarf. Picling Up 
His Head find Throwing It Back flt His Own Units Subtle. 

tar the world of Myth: The Fallen Lords, a three-dimensional landscape of blood-soaked hills and carnage-filled valleys. 
Where the undead lurk in ambush under bridges, behind trees, submerged in swamps. Where your weary troops can see their 

haggard faces reflected in the water they wade through. Where lightning blasts men into cinders, and explosions shake 
and scorch the ground. Where you view the horrors of war from any angle, cruising over the 
battlefield in real time. Where “realism” takes on a terrible new significance. 

(all 800 295-0060 or download the demo from www.bungie.com if you feel like 
you’re ready for the biggest uphill battle of your life. 


Available for Windows® 95 and Mac™ OS. 
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Unlimited waypoint settings 
* for sneak attacks 


Unique parallax scrolling witfi 
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Automatic secondary targeting 

when primary target 

is destroyed 


iqer range fire 
From higher ground 


id change Formations wit h one c 
A. Initial Formation 

B. In transit 
£. Final deployment 


Damaged units smoke 
# and burn 


Over 50 zoom 


Unit speciFic commands - 
low ultimate control f 

and customization 
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iablo’s gothic images 
of perdition masterfully 
condemned gamers to 
its dark, rich mytho¬ 
logical world. They 
gladly “sold their 
souls” to the tune of 
more than a million 


copies. We editors even named it 
Computer Gaming World’s 1996 
Game of the Year. 

Yet, there were those who 
weighed this rare game in the bal¬ 
ance and found it wanting. Some 
claimed it to be a dumbed-down 
role-playing game. Others dis¬ 
missed it as a mere sophisticated 
action game, a new Rogue or 
Gauntlet. Though it reinvigorated 
the role-playing market, many crit¬ 
icized it for not being a true RPG. 
Others objected to Blizzard’s lack 
of foresight regarding cheating on 
battle.net. 

To the multiplayer fans, Blizzard 
has promised to fix the cheating 
problem in Diablo II. To those who 
complain about Diablo’s lack of 
RPG purity, the design team 
offers no quarter. Says Blizzard’s 
David Brevik, “We didn’t make an 
RPG, we made Diablo." 

For the sequel, the Blizzard team 
hopes to keep Diablo’s fun hack- 
and-slash experience while expand¬ 
ing and improving the game. They 
don’t want to appease hard-core 
RPG fans by adding artificial NPC 
interactions—they want to maintain 
the flavor of the original—but they 
also don’t want Diablo II to be just 
more of the same. 

After talking to the Blizzard 
team, it’s clear that they’re deter¬ 
mined to create a more immersive 








BLO’S BACK 

AND HE’S MAD AS HELL! Get the Scoop on His Next Reign of Terror 
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WUW-UESTlilOOD-CON 


The First Real-Time 3D Adventure 

Armed with your investigative skills and the tools of a 21st century 
BLADE RUNNER™, you'll be immersed in a futuristic world that 
revolutionizes computer gaming, and tests your ability to survive in 
one of the richest and most atmospheric games ever created for the PC. 

Available At Retailers Everywhere 
or Call 1 - 800 - 874-4607 







fantasy pole playing game 
in development 
Advanced, multi-tbreaded client/server architecture 
Playable oven tbe Internet 

State of tbe art visuals utilizing iilindotos 95 & DirectX technologies 
Over 200 player/cbaracter combinations ... 7 races, 16 classes, 2 genders 
Experience an infinite number of encounters in a groining game environment 
An abundance of items, hundreds of spells, 7 spell schools 
Over 300 sound effects; 125 separate musical scores 
Thousands of high quality illustrations in a richly detailed 3D environment 


Call 

l'800PIav'Cail 

for information on membership and pricing. 
immD.rubiesofeDentide.com 










Metal, Mud & Blood...Teeth Clenching Armored Warfare! 


5 Stars! - PC Zone Magazine 

#1. War Game For the Holiday Season - Computer earning World s ' Monster buyer s 
E3’s Best, “Watgamers are in for a treat with this one” - computer s Net pi 
Incredibly Realistic! - pc Gamer 

All-Star Contributing Designers 


Fast paced WWII platoon-level combat on the steppes of Russia 1941-1945! 

d a lightning Blitzkrieg through the Red Army, or defend Mother Russia from the German invaders! Se 
ft unique campaign format, ;EAST FRONT puts you in charge as commander, in eithdr the Wehrmacht c 
I Army. Replacement shortages, mud, snow, endless river crossings and ail those ,fun things from the Ri 
nt are just a mouse click away! EAST FRONT features a totally new engine, a full-blown scenario/map e 


















Grade A "Play it: It goes where no 
Star Trek game has gone before" 

— PC Games 


Rated 9.0 "Starfleet Academy goes 
Star Trek game has gone befoi 
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revealed, we'll bring you updates. For now, 
tlie Blizzard team is working hard on the 
first act,land promises that each successive 
act will only get better. They're also mindful 
of thgshipping pains of Diablo and have 
buil^i plenty of months for play-testing. At 
this;|oint, they've got great ideas and an 
impressive-looking engineand firstilun, 1 - 
geort! The rest remains to be seen, but the 
folks at Blizzard have never let us down 


Diablo’s eight directions of mov 
ment). Blizzard has also heard 
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Character Class Spells and Abilities 













INTRODUCING THE FIRST GAME YOU CAN PLAY WITH THIS JOYSTICK 













































PLUTONIUM-POWERED PC 



pick the Fujitsu Plasmavision 42-inch, flat-panel 
display. We considered it, but there are problems 
with flat-panel displays for gaming. For one 
thing, switching resolutions tends to result in 
either shrunken or ugly images. This is, after all, 
the Ultimate Game Machine, not the ultimate 
workstation or the ultimate home theater. 



There are six components that make up the 
core of a PC: the processor, the motherboard, the 
memory, the case and power supply, the CD-ROM 
drive, and the floppy drive. Well give you a quick 
update on developments in each area, and then 
explain our choices For the purposes of this arti¬ 
cle, well call the high-end system the Meltdown 
and the midrange system Heavy Metal. (The 
$1,500 system follows in a sidebar on page 112.) 



gaming. There's a myth that having a fast 3D 
accelerator neutralizes the Pentium M's floating¬ 
point advantage, but it’s just that: a myth. You 
still need to generate the polygons and do the 
lighting transforms and the geometry-and that 
takes serious floating-point performance. AMD 
was a more interesting choice, but we didn’t 


dilemma. Luckily, we were able to take advantage 
of some lowered prices, so the Heavy Metal is 
still a Pentium II, but at 233MHz. 


cal part of any system, low ball motherboards 
can actually hurt system performance-or result 
in flaky behavior. Nothing ruins an immersive 
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You will I 

prion* You wifi ask for a second chance* 

You will know what it is to command. 


Coming Soon for PC CD-ROM. 

The first MechWarrior 8 game of real-time strategy and tactical command. 


www.microprose.com 

www.mechcommander.com 
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UM-POWERED PCs 



that can blow air across the hard drive-essential 
cooling for the drives we chose 
We found a case/power supply combo for 
the Heavy Metal at a local clone shop for only 
$79. It has a 230-watt power supply and a slide- 
out motherboard tray. It's even slightly larger 
than most midsize towers. The shop couldn’t tell 
us the manufacturer, but these kinds of cases 
are widely available; we recommend you get an 
ATX case with at least 230 watts of power. 

CD-ROM Drives At the high end, once 
again, there’s no contest. Plextor is now shipping 
a 32x CAV CD-ROM drive with an ultra-SCSI 
Continued on page 98 





Hard Drive: Speed Without Compromise 


data path. It doesn't really double 
throughput, but it does speed things up 
-4 jot. For example, a single Cheetah gets 
around 1,700 on WinBench 97’s 
Business Disk WinMark, whereas the 
dual Cheetahs configured as a RAID 0 
device punch the result to a shade over 
2,000. Two Cheetahs run a tad warm. Okay, they’re hotter than: a n 
why we have a case that has a cooling fan blowing right across the hard-drive slots;. - 
Another downside is that if one drive fails, you lose everything. 

The hard drive for the Heavy Metal is slightly more conservative: Seagate’s new 
7.200RPM UltraDMA/33. This baby is backward compatible with BIDE, but the 
7.200RPM rotational speed really kicks in with UltraDMA/33’s 33MBjsec burst- 
transfer rate. It also sports an access time of under 10ms. With a whopping 6.4GB 
of storage, it’s no slouch in 

such as magnetoresistive heads to cram data into as few platters as poi 
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PLUTONIUM-POWERED PC 



ir Of course, you need a monitor to be 
able to see the games. This was one of our tough¬ 
est choices. At first, flat-panel options seemed 


mining that all of them still have a fixed pixel- 
count. If you’ve ever seen a 1024x768 flat-panel 
display interpolate pixels to handle a 640x480 
game, you know what we mean. "Ugly’’ doesn't 
begin to cover it. A flat panel needs to be built with 
a fixed number of pixels. If you have a flat panel 
that can handle high resolutions (1024x768, say), 
then one of two things will happen when it shifts to 
640x480. Either you'll get a very small 640x480 
image in the center of the flat panel, or it will sum 
real pixels to make ugly, large ones. 

The next option we looked at was one of those 
really big CRTs, such as the Mitsubishi 37Jnch. 
This was pretty intriguing, but we sit close to the 



when we play. Sit down a foot away from one of 
these big screens and it feels like you are craning 
your neck the whole time. We then went t|a con¬ 
ventional 21-inch monitor. Here, there are several 
choices. We flirted briefly with the Mitsubishi 
91TXM. It's a very nice, aperture grill monitor with 
a .28-inch stripe pitch. But we then saw a;24-inch 
(22.5-inch displayable) Sony GDM-W900. 


The W900 is really designed for CAD or desk¬ 
top publishing. It has a 16:10 aspect ratio, mean¬ 
ing that it’s wider than a conventional monitor 
(HDTV is 16:9; normal computer CRTs are 4:3). 

At first, we were still a little reluctant. There's a 
visible blank area on either side of the picture 
when running at standard resolutions (kind of a 
letterbox effect). The display area is still a little 
larger than 21 inches, but not enormously so. It 
also costs $4,500, which is, by itself, the cost of 


16:9 or 16:10. We were about to drop the W900 
from our list, when a friend came over and sat in 
front of the screen. 7 wan! this monitor!' he 
exclaimed in an awestruck voice. 

That was all the justification we needed. 
As for our Heavy Metal rig, we really 
to get a 17-inch monitor, and 
so we settled on the Optiquest 
Q71 (Optiquest is Viewsonic’s 
budget line). It's a nice monitor, 
though the clicking of the electro¬ 
mechanical relay when it's switching resolu¬ 
tions is a little disconcerting. The picture is sharp, 
but the onscreen controls are not very intuitive. 
Still, it's fairly bright, has a ,28mm dot pitch and 
costs only $450. 


moments in ( 
gaming are in the game audio. Hearing the sound 
effects in LucasArts' Their Finest Hour was incred¬ 
ible. Audio is one of the three cornerstone tech- 


(along with fast processors and great graphics). 




S ystems Per 

ance that never remains constant. Last year, the bottleneck i 
graphics system. This year, it’s tma GPU. Even a 300MHz Pentium il 
can't saturate a RIVA128 card. Next year, as game developers begin 
upping their budget for texture maps, bandwidth over the bus may become 


6.0 doesn’t loo 

this stage. OpenGL certainly is r 
cards will arrive that can accelerate geometry is, as yet, unknown. 

CPU Performance Kfcformance will soon be open to 
reexamination as weil. Unfortunately, it's looking as if market fragmenta¬ 
tion may well happen. AMD has announced the K6 3D CPU, which is 
scheduled to ship around mid-1998. It adds a lot of performance-boost¬ 
ing features and an improved floating-point unit. However, the “3D" in the 
name refers to a set of proprietary extensions designed to speed up 3D 
transforms. Integrated Device Technology (IDT) surprised everyone with 
its Centaur C6 CPU. The C6 is a poor floating-point performer, but IDT is 
feverishly working on a C6+ that speeds up floating-point and adds its 


This is a delicate, shifting bal- own spin on speeding up 3D. Of course, Intel is working on MMX2 (just 
don’t ask the folks at Intel about it). Current MMX instructions are 16-bit 
•in nature, and MMX2 is rumored to be a full 32-bit instruction set. It's 
interesting to see how all these companies are attaching a great deal of 
importance to 3D graphics. 


the Intel Front There will likely be a new Pentium 
II support a 100MHz system clock andfun at 350- and 
. On the chipset side, Intel’s 440BX chipset is supposed to also 
support a 100MHz bus clock. VIA has added a new chipset that enables 
Socket 7 boards to have AGP, but whether this will really offer any perfor¬ 
mance boost is open to question. Also on the horizon fs 4x AGP, which is 
theoretically capable of moving data to the graphics card fftirn memory at 
up tb IGB/sec. This begs the question of memory bandwidth. Even 
SDRAM might have trouble keeping up. By then, though, Intel will begin _ 
implementing RAMBUS technology in mainstream systems RAMBUSSSSf T; 
patented RAM technology licensed by a lot of DRAM vendors that enables 
very-high-speed memory transfers, but won’t see system memory duty 
until sometime in 1999. And when the first IA-64 CPU (code-named 
Merced) debuts that same year, ail bets are off. 







Surround Sound Stereo, approx. $1,200 



Universal Remote, 
approx. $70 


Personal Computer, approx. $2,499 


Player, approx. $1,200 


27-inch TV, approx. $1,500 


Internet TV, approx. $280 


Game Station, approx. $199 
Fax Machine, approx. $250 


Presentation System, 
approx. $4,700 


High-Fidelity Speakers, approx. $900 
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? sold separately. For more information on Euro Fumii 






DiHo/ 

For a lot less. Add it up. All that technology costs — and takes 
up square footage. The Destination® Digital Media Computer (DMC) gives 
you the same technology without the price tag, at a fraction of the space. 

The Destination DMC integrates 3-D gaming, digital 
TV, DVD technology, PC capabilities, Internet access and the ability 
for home automation in one entertainment system. All displayed on 
monsterous 31-inch or 36-inch (35.5" viewable) SVGA monitors. 

Imagine a huge playing field for your favorite world-saving 
crusaders. Imagine an optional Apocalypse™ 3Dx graphics accelerator 
that takes gaming to the nether regions. Imagine a cordless keyboard 
and mouse that let you move about freely. 

It's all reality with the Destination DMC. Plus, you get 
so much more for so much less. 

Add it up. You’ll see that the Destination 
Digital Media Computer is the ultimate digital media 
experience — for less money with less space. Call 
us today. Ditto. 
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GATEWAY 1 " Destination ® Digital Media Computers _ 



■ Intel® 166MHz Pentium® Processor with MMX™ Technology 

■ 32MB SDRAM 

■ 512K Pipelined Burst Cache 

■ Destination 31" SVGA Monitor 

■ 2MB Graphics Accelerator with Cable-Ready TV Tuner 

■ 2GB 10ms Ultra ATA Hard Drive 

■ 12X min/32X max CD-ROM & 3.5" Diskette Drives 

■ Ensoniq® Wavetable Audio 

► Boston Acoustics® MicroMedia™ Speakers 

■ TelePath® Modem/or Windows with x2™ Technology* 

■ 7-Bay Charcoal-Colored PC Case 

■ Cordless Keyboard with Integrated EZ Pad® Pointing Device 

■ Cordless Field Mouse® Remote 

■ Microsoft® Windows® 95 

► Microsoft Choice Software 4 

■ Gateway Gold® 1 Service & Support 1 
for Big Screen PC/TVs 

$2499 As low as* $87/mo. 



■ MS® Windows 95 

► Microsoft Choice Software 4 

■ Gateway Gold Service & Support 
for Big Screen PC/TVs 


$2999 As low as* $104/mo. 



■ Intel 233MHz Pentium® II Processor with 512K Cache 

■ 64MB EDO DRAM 


■ Destination 31" SVGA Monitor 

► 4MB Apocalypse™ 3Dx Graphics Accelerator 

■ 2MB Graphics Accelerator with Cable-Ready TV Tuner 

■ 4GB 10ms EIDE Hard Drive 

► DVD-ROM Drive & DVD Decoder Card 

■ 3.5" Diskette Drive 

■ Ensoniq Wavetable Audio 

■ TelePath Modem for Windows with x2 Technology* 

■ 7-Bay New-Look Charcoal-Colored PC Case 

■ Cordless Keyboard with Integrated EZ Pad Pointing Device 

■ Cordless Field Mouse Remote 


► Microsoft Choice Software 4 

■ 3-D Gamer’s Bundle** 

■ Gateway Gold Service & Support 1 
for Digital Media Computers 


$3999 AsIowas x $139/mo. 


D6-300XL 


■ Intel 300MHz Pentium H Processor with 512K Cache 

■ 64MB EDO DRAM 

► Destination 36" SVGA Monitor (35.5" viewable) 

► 4MB Apocalypse 3Dx Graphics Accelerator 


■ 8.4GB 8.5ms EIDE Hard Drive 

► DVD-ROM Drive & DVD Decoder Card 

■ 3.5" Diskette Drive 


■ Ensoniq Wavetable Audio 

► harman/kardon Home Theater Surround Sound System 

■ TelePath Modem/or Windows with x2 Technology* 

■ 7-Bay New-Look Charcoal-Colored PC Case 

■ Cordless Keyboard with Integrated EZ Pad Pointing Device 

■ Cordless Field Mouse Remote 

■ MS Windows 95 

► Microsoft Choice Software 4 

■ 3-D Gamer’s Bundle** 

■ Gateway Gold Service & Support 1 
for Digital Media Computers 


$4999 As low as x $174/mo. 
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PLUTONIUM-POWERED 


Y :OU may be reading all this and saying, "I'm just not ready to 
get a whole new system," or "I could get a whole new sys¬ 
tem..^ I could stay married." The good news is that 
upgrading a component here and there can breathe life into your 
existing system; and with a well-thought-out upgrade strategy, you 
can go three to five years-or maybe longer-before buying an 


;| ’ The key word here is triage, a technique doctors use to treat 
wounded soldieis. It's p fairly simple idea: Treat the most critically 
wounded patient first, and take care of the lighter injuries later. The 
same strategy can be applied to upgrading your machine. Take a 
look at oujjOpgrade Table here, and see where your system com¬ 
ponents rale. They're lined in order of importance. 

For killer game performance, upgrading the most ailing compo¬ 
nent among your CPU, mcmo'y, and graphics will deliver the most 
immepte increase in gfming performance. A couple of notes 
here: If you're running t|l66MHz Pentium or better, you should 
consider upgrading your*20/3D graphics first to get more out of 
your' rig, since CPUs ophi^horsepower or better still have a good 
bit.faf life left in them.iyou|te happy with your current 2D board, 
and it has 4MB of onboaramemory, consider a 3D-only board 
using the 3Dfx Voodoo chipset, though a PowerVR-based board 
isn't a bad choice for gamers on a tighter budget. In purchasing a 
2D/3D board, 4MB of onboard memory is an absolute minimum, 
and given that Diamond's Stealth II costs only about $120, there's 


j $400, you can pack 6.4GB of storage into your box, and for around 
$200, Seagate has a 3.2GB drive, though it doesn't suppod 
UltraDMA/33. We recommend drives that support UltraDMA/33, 
even if your current motherboard doesn't support it, so that when 
you do get a new motherboard, you can get some improvement in 
hard-drive performance as well. 

A faster CD-ROM drive can certainly speed up game installs and 
scene loads, but it's less of a critical system component. But in 
addition to faster performance, many CD-ROM drives ship with a 
down on CPU usage, which can 
. However, unless you're CD-ROM is 


j yod'remot into online multiplayer gaming, faster data commu¬ 
nications may not be an issue. A modem upgrade will make Web 
browsing less painful, and as our recent tests showed, the 56K 
modems have somewhat lower latency numbers than 28.8 V.34 


Upgrading won’t always bring; 
up that an entirely new system will, but it can 
aging systems. And after you've bought enou 
basically have woundup with a new system, 
manageattegayment-plan -Da ye Salvator 


— 


PenUum 120ltlHz or sli 


or STB Velocity 128 


2QJ3ranhics_ Card with 1-2h 
! Hard Drive 1GB drive or le: 


1 local memory Diamond Stealth II 


Ite 6.4GB UltraDMA/33 


Cheetah Ultra-Wide SCSI 


ijr 




al Village (X2 56K) Diamond Me 


'Note: if your motherboard won't accept an upgrade CPU, go wimtyuiew LX-based motherboard with a P-ll 233MHz. Even 
though it’s an AGP motherboard, your PCI Cards will work fine. ISk. 
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Weaponry 
through the Ages 


Panther 

Upgrade your joystick to 360° of two-fisted 
independent move-and-aim control. Digital 
precision. Advanced death match domination. 


Panther XL 

The first complete 3D combat controller! 

Everything the Panther offers... plus a premium fligt 
stick, built-in throttle and 17 programmable buttons. 






Team Madcatz presents the Panther and Panther XL. Made from the 
finest ingredients the science of War has to offer. Don t ask how we did 
isk what it can do for you. Because in 3D combat, as in controller desigr. 
lere’s only one philosophy: By any means necessary. ffc 
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NetGear FE-108,8-port, 100Mbit hub. There's no 
problem with lag time in this setup. 

Setting up a LAN is not necessarily a simple 
matter, although Windows 95 makes it much 
easier than DOS does, even for most 
DOS games. Playing networked 
WarCraft 2, a DOS title, is much 
easier using Windows 95. While 
IPX-compatible protocol is still 
the most common way for con¬ 
necting games over a LAN, some 
games behave better using TCP/IP. 

One unfortunate side effect of the 
way Windows 95 handles TCP/IP is 
how it handles TCP/IP i 
don't specify a specific address (a com¬ 
mon thing with many ISP connections), 
the system will periodically pause and 
search for a source of TCP/IP: 
es on the LAN (called a DHCP 
er). The solution 
IP addresses for 
connection (not 


least). Cable modems haven't filtered into our 
yet. ISDN is a little pricey for the Heavy 
Metal, but for the Meltdown, the 
Diamond NetCommander ISDN serves 
nicely. If you have need of a more stan¬ 
dard office setup, a good second choice 
is the 3Com ImpactlQ external—but it’s 
a little slower than the Diamond. 
However, it does have two phone jacks 
and is always on. Sticking with 

we went with the Supra 56e 
external 56K modem (K56Flex) dr- ; 
Global Village's TelePort X2 

USR's X2: 



However, our Heavy Metal rig is perhaps more 
noteworthy. Ifs no slouch in performance, and 
has a lot of solid components. We might spend a 
few bucks more on another 32MB of RAM, but 
overall, ifs a very decent system. It certainly 
would provide a good springboard for future 


who aren't quite so obsessive about performance. 

Looking back on our first ultimate rig article, 
it's mind-blowing that $2,500 now buys you a 
233MHz, 32-bit processor with MMX technolo¬ 
gy, a 7.200RPM hard-drive, speedy (and gor¬ 
geous-looking) 3D acceleration, and a 17-inch 
sthe high end, folks. Tech- 

But it also requires a lot more pampering than 
does the Heavy Metal. There's a lot of bleeding- 

to keep it running smoothly. As is the case with a 
Dodge Viper, it's a bit uncivilized-but it is one 
fast puppy when speed is what you need. How¬ 
ever, if this year's $2,500 system is any indica¬ 
tion, then what you see here will probably be the 
mainstream in two years. 

We hope you find the information helpful, and 
we're sure you'll get the performance you expect. 
Until next month, ma 


pily together. *5; 



BLOW THE OPPOSITION 
OUT OF THE SKY. 









Comdex Sightings 


I f you want to see how big the computer Auburn; see 3D IronWorks), a Pentium II laptop 

industry is, spend a few hours at Comdex. (no, it doesn’t use Slot 1; its the next-generation 

This year about 250,000 people made the chip), and several USB mice. Logitech showed a 

pilgrimage to Las Vegas for what is now the wireless keyboard/mouse combo that will be sold 

largest trade show in the worid. With 10,000 as a bundle. It uses Logitech’s radio technology, so 
products on dis- no line-of-sight is 

play, it’s impossible *z&**2^. — - needed to an IR 

to see everything, 

pickyour targets. panies, including 


showed technol¬ 
ogy using modems that can be paired together to 
deliver an aggregate throughput of 112Kbps. Of 
course, this technology requires two phone lines, 
but unlike ISDN, much of the technology for 


ew 32x EIDE CD-ROM drives 
ng, but I didn’t see any 
UltraATA drives. Wandering through the Creative 
Labs booth, I noticed 3Dfx’s software chief 
intently eyeing users’ reaction to Creative’s 
Voodoo 2 denio. And speaking of Voodoo 2, there 
were demos in a number of places, mostly run- 

pie of racing games. The 
Quake II demo was 
oddly absent. Creative 
Labs showed some other 
interesting stuff, includ¬ 
ing a DVD-RAM drive 
(though the standard is 

a—gasp!—PCI sound 
card. It looks as if 1998 
will be the end of the 
ISA sound card. (And 

2D/3D accelerator, the i740 (code-named 


in place (in ISPs that use Ascend routers). I also 
got a peek at 3Com’s new cable modems. One 

cable modems is 
that most cable 


m 


equipped for two- 

3Com’s newly 
acquired U S. 
Robotics division 
has solved that 

standard V34 
modems to han- 


1 HARDWARE PIPELINE 

Deschutes (400MHz Pentium It) 

01 '98 

440BX chipset (supports 100MHz system clock. 4 CPUs) 

Q1 '98 

|~3Dfx Voodoo 2 

01 '98 

S3 ViRGE GX3 

02'98 


expressed my concerns to 3Com about potential 
latency problems. The good news is that the com¬ 
pany will check out the issue in its lab. 

New mass-storage options abounded. Syquest 
had a couple of interesting items, the first one 
being their new 1GB removable hard^lrive. 
Dubbed the Sparq, it wifi retail for $199 (with car¬ 
tridges for only $33). This looks like a killer piece 
of gear. Another interesting product is the compa¬ 
ny’s not-yet-shipping 4.7GB removable drive. It 
will list closer to $600, but a 4.7GB cartridge will 
cost less than $200. Seagate showed its new 
Cheetah II. As with the earlier Cheetah (which 

AMD£1 

KM 

MMX “ ENHANCED 
PROCESSOR 

we selected for our Ultimate Game Machine), it 
spins at lO,000RPM, but the access time is down 
to 5.2 milliseconds, and it runs much cooler than 

On the processor front, we caught a glimpse of 
the capabilities of the AMD K6 3D chip. The K6 
adds additional instructions that don’t exist in 
Intel processors to help speed up mathematical 
operations used in 3D graphics. Cleveriy, AMD 
has developed a HAL for Direct3D, so program¬ 
mers can use the additional instructions in a stan¬ 
dard way. For example, we saw 3D WinBench run 
faster on a prototype K6 3D/300 than on an iden¬ 
tically configured Pentium 11/300. What’s more, 


Trespasser: Jurassic Park that looked better on 
the K6 3D than on the Pentium II. The frame rate 
was the same on both CPUs, but the Pentium II 
ran at 320x200 while the K6 ran at 512x384. Oh, 
andtheK6ver 
tered textures .—Loyd Case 














New High-End Intel Accelerator 


high-end 3D technology to the PC market. 
:il now, there’s been very little information 
mt the Intel project, code-named Auburn. At 


The i740 delivered impi 
with 4MB of video memory, runnin. i 

version of the i740 came in with a score of 460, placing it 
3Dfx-equipped Monster3D-which gets around 370-and t 
cards, which come in around 490. Given the overall image 


2D/3D board, called the i740, and I have some numbers to report. Bear 
in mind that both hardware and software were beta, so these numbers 
will most likely change. But even for a beta, this part looks promising. 

I ran 3D WinBench 98 to take a close look at the feature-set 
supported by the i740. One immediately noticeable result was image 
quality, which was quite good—especially MIP-mapping. The i740 did 
not support the higher-end MIP-mapping features (for example, linear/ 
mipmap/nnear in 3D WinBench 98 parlance) but the more common 
MIP-mapping modes showed none of the odd streaking or artifacting 
visible in RIVA128 cards. The chip also supports antialiasing, though 
this feature didn't seem to be turned on in a way that 3D WinBench 
was able to recognize. 


The real issue is what impact the i740 will have on the overall graph- 

reasonable 2D and 3D performance, some of the more marginal players 
may be muscled out of the way. 

/ I wasn’t able to check out 2D performance or real games. But I'm 
cautiously impressed, particularly if the price point is right. — Loyd Case 














HARDWARE 


LOYD CASE 






on all of 


them—and few actually do. 

Driver writers are the unsung heroes 
(and villains, for that matter) in today's 

ver writer can wring out that last ounce 
graphics card into a good one—or a 

few months, I’ve tested more than 30 
graphics cards. Time after time, I’ve 
been surprised by a new driver’s increase 
in performance or newly added feature. 

One good example of this is 
the RIVA128 chip. The PCI 
version of the STB Velocity 128 
fell just a little short of the 
Diamond Viper in our October 

the AGP versions for last 

ws, STB had been 


predecessor, the Rage 11+. Nonetheless, 
it fell far short of the performance of the 
RIVA 128 cards or 3Dfx boards. Over the 

mance by 25 percent (at least in 3D 
WinBench). 


Which brings us to the issue of image 
quality and 3D graphics. FLIGHT 
Simulator 98s default VCRreplay is an 
interesting test, as it demonstrates some of 
the sim’s new features. Pay close attention 
to the Paris scenery near the end of the 


the next fix). Ifyou run the same VCR 
replay on the Canopus Pure3D, you don’t 
see any flickering—but the textures look a 
little foofiltered, which is one of the hall¬ 
marks of 3D6< boards. 

The RINA 128 boards don't escape our 
scrutiny, either. Occasional texture 
cracking (when you can see between 
polygon seams) was one of the problems 
with the drivers we reviewed in our 


updates from NVIDIA Early 
Velocity 128 drivers didn’t have 
fog-table support enabled, but 
the most recent drivers included 
it. All of a sudden, I could run 
Shadows of the Empire with 
the STB card and have full fog 



Image quality also tends to be a rela¬ 
tive thing. Unlike 2D scenes, there are 
myriad subtle ways to render a 3D scene. 
Once you get a 3D card and live with it 
for a while, another card’s render¬ 
ing of the same game will look 

tend to favor the familiar, differ- 


fuzzy LOGIC Flight Simulator 98 is; 
checking 3D feature support. Here's c 
map that's only partially loaded. Note 
to a fuzzy texture halfway up the outs 


the original Laguna 3D boards, 
such as the Graphics Blaster 
3D). In other cases, the differ- 

taste (witness the bashing that 
goes on between opposing devo¬ 
tees of 3Dfx and Rendition 


upgraded its drivers as well, but it's inter- replay. On some cards, the textures annoy- 
esting to note how drivers can affect a ingly flash in and out. FLIGHT SIMULATOR 
98 seems to be a bit finicky about MIP- 
ise in point is the mapping (the flashing textures are differ- 

ATI Rage Pro. The Xpert@play and All- ent level-of-detail terrain textures being 

in-Wonder Pro use this chip for 3D swapped in and out too quickly). The 

acceleration. Our early testing indicated Rage Pro has this problem (although the 

that the Rage Pro was far better than its driver wizards at ATI are busy working on 


PLATFORM BLUES 

Standard APIs are wonderful things— 
in theory. Once you have one or two 
standard APIs, everyone can write to 
them and stop worrying about designing 
their own 3D-rendering engines. But 
standard APIs can become a “least corn- 



fan to your 3Dfx card. We came 
across a handy fan designed for 
just that purpose, the 3DfxCool. 
It’s a simple device that can help 


accelerator in your system, ii 
always obvious which card is 
being used by a particular 
Direct3D game. We found a i 
utility called 3DCC (3D Control 


clocking your Voodoo Graphics 
card, but if you are going to do 
it, you should practice “safe” 


Center) on Videologic’s Web site. overclocking. One way is to add a you have. 
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technologies that don’t quite behave 
the way the API expects. The 
PowerVR chip from NEC and 
Videologic is a good example. If you’ve 
seen GL Quake on a PowerVR accel¬ 
erator, you know it looks pretty good. 
You can quibble about differences in 
image quality between the 3Dfx 
PowerVR versions, but GL Quake on 
the PowerVR chip nonetheless looks 
very nice. But Direct3D and the 

well. Performance can vary radically 
from one D3D title to the next. These 
quirky interactions also have an 
adverse impact on how 3D 
WinBench W the card. With 
OpenGL, there’s a method for adding 
extensions in a standard way. (That’s 
right, you can add nonstandard fea- 

that for a moment. It’s a powerful 
idea.) Direct3D doesn’t really have 
this now, though DirectX 6.0 will have 


a mechanism for talking directly to 
the hardware. 

CHEATING 

There’s not much difference in 
real-world performance between a 
card that gets a 2D WinBench 97 
score of 85 and one that gets 100. But 
the difference sells cards, and card 

gives them an edge in marketing. 

One method is called GDI bypass, 
GDI (Graphics Display Interface) is 
the standard way Windows renders 
regular, 2D, Windows-related, non¬ 
game graphics. GDI is what the pro- 

pulled down, or a bitmap painted. 
Several years ago, graphics card mak- 

their own methods for doing these 
functions and bypass GDI. The result 


performance, but boy, did those 

The problem With GDI bypass is 
the potential for compatibility prob- 

muscle in a positive way. Now, graph¬ 
ics drivers go through a certification 
process managed by Microsoft’s 
WHQL (Windows Hardware Quality 
Lab). If a driver turns on GDI bypass 
by default, it can’t get a WHQL certi¬ 
fication. So check to see if your 
graphics hardware has a WHQLr 
certified driver. This doesn’t mean 
that a driver won’t have bugs—it just 

CHECK YOUR DRIVERS 

Graphics drivers are critical. Check 

sure that you get the latest updates. It 
can make a big difference in perfor¬ 
mance and image quality. % 
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By day, 
the ultimate 
3D business 
productivity tool, 



y. v, 



V 


By night, 
the ultimate 
3D weapon 
of destruction. 


jv You could say our 3DZoneMaster ultrasonic 
positioning device has a split personality, 
k Daytime, it can hold down an 

office job mnning spreadsheets, word 
processing and graphic applications just like a 
regular mouse. Plus, the wireless design 
makes it perfect for controlling desktop 
multimedia presentations. 

But 3DZoneMaster doesn't just work hard, it plays hard. 
Featuring fast, accurate ultrasonic tracking and ergonomic pistol- 
grip design, it's perfect for first-person action games. With no 
wires or dunty base, players can move effortlessly, fluidly, 
instinctively—without hand or arm fatigue. And with an array of 
programmable multi-function buttons, they can command all of 
the firepower each game has to offer. 


Business applications or games, its perfect for both! 
3DZoneMaster is ready to go right out of the box with 

I Wndows95® drivers, exdting games, a host 
of predefined game sets and Netscape 
Navigator. There's even a website for instant 
v drivers, software demos, 

I technical support, reviews, tips, tricks and 
I links to network game play sites. 
3DZoneMaster: the difference between it and other game 
controllers is plain as night and day. Call 1-800-379-0077 for 
the name of the Tedimedia dealer nearest you. 

Techmedia 
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PLEXTOR ULTRAPLEX • REVIEW ***** 


Plextor Delivers 


by Loyd Case 

we reviewed Plextor’s 
112/20 SCSI CD-ROM drive 
I (CGW#158, September 
1 1997), we said it was the last 
V CD-ROM drive you would 
ever need. That assessment is probably 
still accurate. However, if you have a 
slower CD-ROM drive, (which means 
anything except a 12/20), consider 
Plextor’s newest offering, the UltraPlex. 

The UltraPlex is a CAV (constant 
angular velocity) CD-ROM unit that is 


full 32x on the outer tracks. This is an 
Ultra-SCSI device, so it aptly handles 
the fire hose-sized flood of data this 
drive can pour into your system. If you 
have a SCSI host adapter capable of 
Ultra-SCSI speeds, the UltraPlex can 


stellar 1670 CD WinMarks, with only 3.8 
percent CPU utilization. (The host 
adapter was an Adaptec 2940UW). 

WinBench 98 also measured an average (including audio 

access time of 95 milliseconds. 

This drive supports just about any 
CD-ROM format you can imagine, 
including the new CD-RW discs. It also 
has a neat feature for audio buffs—the 
capability of extracting CD Audio (red- 
book) data across the SCSI bus at full 
speed. This is far in excess of the old 
SPD/IF connectors lx speed. The 
UltraPlex comes in both caddy and tray 
models; caddies were reintroduced with 
the UltraPlex due to customer demand 
(the caddy protects CDs that are being 

The UltraPlex can be purchased as 



control utilities 


; with the drive. 

If you want a CD-ROM drive that’s 
credibly fast, well-mannered, and easy 
.take a good look at the 



ATI ALL-IN-WONDER PRO • REVIEW *★★★* 

A Media Geek’s Delight 


i 

I::: 


I convergence—that warm, fuzzy 

between interactive and passive 
media technologies. That was until 
I popped the All-in-Wonder Pro 
(AIWP) AGP card int 


I admit it: Beyond Babylon 5,1 watch 
almost no television. With the AIWP, 

background, if only to be able to check 
out CNN occasionally. The TV tuner is 

specific channels, put up little thumb- 


on closed-captioning text. 

interesting as well, although AIWP uses 
software-only compression. Another 
upside: The All-in-Wonder Pro’s NTSC 

image-quality when running through a 


■ne player, 
the All¬ 
in-Wonder’s 3D and 2D graphics capa¬ 
bilities. I ran the ATT card in an AGP- 
equipped,266MHz Pentium II (along¬ 
side a Diamond Monster 3D). Using 3D 
WinBench 98’s extensive new quality 
tests, I was able to really wring out the 
Direct3D performance of the All-in- 
Wonder Pro. The Pro supports an 
impressive set of features; about the only 
things lacking are antialiasing and per- 
pixel MIP-mapping. The 3D WinBench 
98 aggregate ftame-rate came in at 346. 
(This number was for an 8MB card; a 
4MB card might not get a score quite 
this high.) This compares quite favorably 
to the Monster 3D’s 349. Still, there are a 
’" ms in Direct 
; texture flash¬ 
ing in Microsoft FLIGHT SlMUlATOR 98. 
Moto Racer and WipeoutXL looked 
pretty good, though. DOS and Windows 
2D numbers were good, if not at the top 
of the heap. 


Overall, the All-in-Wonder Pro is a 
terrific card if you want to have TV 
tuner and video capabilities tightly inte 
grated with your system. It's 
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The future is Forsaken, 
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I *-k*i REVIEW • CREATIVE LABS PC-DVD ENCORE 


Little Big Screen 


Creative Labs Breaks the $400 Barrier 

by Dave Salvator 


D 


VD represents a major 
paradigm shift in storage, 
content distribution, and 
media presentation. Or 

ing of DVD has been a 
study in hyperbole. But 
like it or not, DVD is here 

eventually sup¬ 
plant conventional CD-ROM 

bigger bit-bucket. Yes, you'll also 
get MPEG-2 video playback and 
Dolby Digital (AC-3) 6-channel 
audio for movies, but very few 
games make effective use of full- 

So DVD’s main contribution for 
gamers will be gobs of storage 
space—from 7 to more than 25 
times that of a traditional CD-ROM. 
This bigger bit-bucket translates into 

One major roadblock to DVD has 
been the price of the kits, which usually 
range from $600 to $800. But Creative 
Labs brings in its new PC-DVD Encore 
DXR2 for under $400. Tie kit includes 
an EIDE 2x DVD-ROM drive and an 
MPEG-2 decoder board. The bundle- 
ware includes DVD versions of Wing 
Commander IV and that oldie but 
goodie. Dragon's Lair. Other notables: 
S-video output from the MPEG2 
decoder board, and SP/DIF digital 
audio output to route to a Dolby AC-3- 


though by its nature, it’s a somewhat 
involved process. You’ll need an available 
5-1/4-inch drive bay and a free PCI-slot. 
The DVD-ROM drive comes preconfig- 
as an IDE slave device and can be 


tern that already had a 3Dfx-based 3D- 
only board to see if that would give PC- 
DVD Encore any trouble. It didn’t. 
Once both devices were physically in 
place, I fired up the system. The DVD- 
ROM drive was detected on POST, and 
when Windows 95 came up, I fed it a 
driver disk for the detected DVD 



PC-DVD Player for playing DVD titles, 
and the unit was good to go. Though no! 
enabled by default, the DVD-ROM 
drive supports EIDE bus-mastering, 


Although DVD-ROM will play an 
increasingly important role in PCs, its 
performance as a CD-ROM drive, 


the CD-ROM’s 111. So if you’re hell-bent 
on having a DVD-ROM unit in your rig, 
you’d do well to hold on to your existing 
CD-ROM drive, and run both. 

I also ran a wide variety of DVD 
movie content on the PC-DVD 
Encore, and the results were, by and 
large, impressive. At 800x600xl6-bit 


This type of filtering smoothes 
pixelation when the playback 

times cause a blurry effect if not 
done well. Blurring was minimal, 

the resolution to 1024x768 and 
1280x1024, image quality headed 

ble deinterlacing that produced 
jaggies on vertical lines. The Encore’s 
bundled DVD player features a remote- 

navigated for playing DVD content. 
The player can also play MPEG1 and 
VideoCD content. 

Creative’s second-generation DVD kit 
gets a lot right, including the price. But 
DVD-RAM drives—which let you write 
data as well as read it—should ship by 
the end of 1998. And while DVD-based 
games will begin to ship in 1998, there's 
no pressing need yet to have DVD in a 
gaming box. But if you just have to have 
DVD, this part warrants a look. % 


wwauTo uuuo ondary EIDE controller. Just to make 

(800) 998-5227 the decoder board installation a little 
2 interesting, I installed it into a sys- 


DVD’s drive as a 20x CD-ROM drive. 
But in WinBench 98’s CD-ROM 
WinMark test, Creative’s DVD-ROM 
turned inascoreof961,compared toa 
1,320 by the test system's installed 24x 
Toshiba drive-making the DVD drive 
only about three-quarters as fast as the 
CD-ROM drive. Other performance 
news is mixed: While the DVD-ROM’s 
CPU usage came in at 3.6 percent, com¬ 
pared to the CD-ROM's 5.3 percent, its 
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Livin’ Large 




W hen it comes to displays, big- 
ger is usually better. Of 
course, with CRT monitors, a 
bigger picture usually equates 
to a smaller desk, especially 

inch and 24-inch range. KDS’ new VS- 
19 monitor—which is actually a 20-inch 

desk real estate, but the bigger picture 
may be worth the sacrifice. 

The VS-19 has fairly well detailed on¬ 
screen display (OSD) controls that let 
you tweak contrast, brightness, geometry 


color temperature settings. Getting into 
the controls is pretty easy, though I didn’t 
find a way to back completely out, and 

forward, since theVS-19 is a Plug-an<f 
Play monitor, though the lack of a moni¬ 
tor-specific INF file (which lists the 


monitors top-end refresh rates) is annoy¬ 
ing, because it makes tweaking refresh 
rates more difficult. The good news here 
is that the VS-19 supports up to 75Hz 
vertical refresh at 1600x1200. 

Once setup is complete, the rest of 
the news is, for the most part, good. 
When I put the VS-19 through its paces 
with EAs NBA Live 98, its image quality 
was bright, and colors looked rich and 
full. And as someone who normally 
works on a 17-inch monitor, the differ- 

One noticeable curiosity: the VS-19’s 
front glass has a much more pronounced 

resulting in some image “warping” in the 
screens four comers. And while the 
effect was pretty evident when I ran test 
patterns, it didn’t detract much from 
image quality dming gameplay. 

All told, the VS-19 is a good monitor 
offering larger size and good image 


for gamers who also do a lot of full¬ 
screen image editing, the VS-19’s 

ners of images somewhat. Still, in 
gameplay, this distortion isn’t really pal¬ 
pable, and if you’re looking for a bigger 

look at the VS-19. % 














Sure,you see the guy- 


in the doorway. 

I 


But with Monster Sound, 
you’ll hear his two cousins 
sneaking up behind you. 
















Button Overkill 


ftheThrustMaster NASCAR Pro 
Racing Wheel represents an attempt 
at capturing realism in a driving con¬ 
troller, then SC&Ts Per4mer 
Racing Wheel is pure fantasy. It’s 
certainly not a believable steering wheel. 

The first thing you notice are the gar¬ 
ish decals that are meant to look like a 
dashboard. Speed Racers dashboard 
may look like this, but I much prefer the 
spare appearance of the ThrustMaster 


hat/pad gizmo to work properly, despite 
repeated calibration attempts. 

After getting past the wheel, I moved 
on to the pedals, which need to be 
plugged into a special connection on the 
wheel. I actually liked the pedals quite a 
bit. For one thing, they’re large, withabig 
platform that allows easy foot placement 
(there is even a heel rest) and prevents the 
^lstondldi^Dundon^caip^ 



the screen. 

"The next thing you notice are the but¬ 
tons. There are a lot of them, 15 in all. To 
its credit, SC&T ships a pair of 
Diiectlnput drivers that work with the 


ured). Too bad the 15-button mode does¬ 
n't work wcll.l could never get the 


could learn horn SC&Ts pedals. 

Once I got past the installation hur- 

through parts of NEED FOR SPEED II 
and 1-76 with the Per4mer. This wheel 
doesn’t feel as light as the CH wheel, but 
it’s not as stiff as the Thrusty, either. It 
autocenters nrcely. but the placement of 

when you’re actually playing. There are 
no programming tools; you must count 
on the game having reconfigurable con¬ 



trols. The base is big, so you need a lot of 

to pop out of the base during gameplay. 
Maybe a little superglue is in order? 

The SC&T Pertmer isn’t a bad 


placement and dr 
this could be a lov 
the NASCAR Pro Wheel - 
isn’t your bag. % 


tPROS: Nice loot-pedal design; 
light, yet precise, autocentering. 




EtafcTtoes Par 
Amerfiof 


• Tjbis is the 125th Anniversary of Arbor Day, 
the tree planters’ holiday. This year The National 
Arbor Day Foundation asks you to plant Trees 
for America, and provide for their care. 

Trees Make a World of Difference. Thanks to 
trees we enjoy shadier streets, greener city parks, 
and friendlier neighborhoods. Trees also produce 
oxygen, absorb carbon dioxide, and help keep the 
atmosphere in balance. 

This year, plant Trees for America. For your 
free brochure, write: Trees for America, The Na¬ 
tional Arbor Day Foundation, Nebraska City, NE 
68410. 



www.arborday.org 
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Mill er—.0 i d 

you hear that? 

ORTEGA -Yeah... 

there's something back there..- 

Mi 1 lei-Ortega... 

ORTEGA! 
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ALIENS ONLINE MULTIPLAYER BATTLETECH* LEGENDS OF KESMAI 


ONLINE CASINO 


JACK NICKLAUS" CLASSIC CARDS 
ONLINE GOLF TOUR 


STARSHIP TROOPERS 
ONLINE 


HARPOON ONLINE 


CATCHWORD 



Forget the box. 
Forget limits. 
Forget small. 

\ 

race yourself for the future of games. 
Massive. Random. Forever changing. 

Populated by thousands. 
Deople. Real battles. Real adventures. 

This is the great unknown. 
This is GameStorm. 



g5 a month—all g^mes 

... . , unlimited play 

first month free 


www.gamestorrn.com 


GAMESTORML 


WRlTHlNCj, ROARING AND STRi-Uj^LllSq, THE DRACfON FOUGHT WITH ALL ITS POWER AGAINST THE SORCERERS. 

P^ 

' M 

f \ 

-sSfr" 

' 

Morgana; liftenl tke itragem if clef* 

Sir.Trents wkat fyellf i>c yen have left? 



Morgana: NONE — i nfeb my laft en the ftairf 


Sir.Trent: then all we leave if a fweri> . . . 

Vll ge alene 

Mergana: nel Sir.TrentV. 



- $9.9$ MONTHLy—ONE PRICE, ALL If AMES, UNLIMITED PL Ay —FIRST MONTH FREE- 


in the Industry for 15 Years 


REVIEWS 



CB Choice Barnes This Month 




only finished products, not prerelease versions. The ratings are as 


The rare game 
that gets it all 
wrong. This is 

★ reserved for those 
products so 

|0st a poorly conceived buggy, ill-conceived, or 
game design—you valueless that you won- 

should think long and der why they were ever 
hard before buying it. released in the first place. 


eople who fly 
verywhere in 
their homes 
need jumping 
platforms 
d vanishing 
bridges like a snake needs 
wheels." 
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prop kecy 


Lightning fast, t^eal-fime Adventure Game with Dramatic Multiple Endings 
3D SGl Art by world famous artist Gil Bruvel; If game screens were paintings it 
would sell for over $10 million dollars 
Stunning 3D1 360 scrolling environment 
Absorbing level-based game created by Cliff Johnson, creator of fools Errand 
Post-Apocalyptic soundtrack by the Mf 'ers 
immersive CD surround sound 

Experience the Seven Deadly Sins ^ 

while you can! 
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REVIEW • ODDWORLD: ABE'S ODDYSEE 



The Odd Squad 

A Charming New Cast of Characters Arrives on the PC 



(800) 610-4847 


www.oddworld.com 

www.gtinteractive.com 


ah 


I off to get married without a sec¬ 
ond look. Yes, it’s beautiful, funny, 
and full of personality, but be 
prepared to have to prove your 


is sneaking, which lets Abe creep by 
guards without being noticed - a great 
tactic and a real treat to watch. 

GAMESPEAK 

Abe can also talk, which is a pretty 
exciting innovation in this kind of game. 
He’s not a chatterbox, but his vocabulary 
is just large enough to give him a kind of 
personality. The designers call this fea- 


interface to help you practice his abili- 


Slig. Sligs are funny-looking robotic 
guards with bad tempers and nasty 
machine guns. When Abe possesses one, 
the Slig cries out“Ow!” runs around fee¬ 
bly, and then falls under Abe’s command. 
At that point you can control the Slig for 
as long as you like, experimenting with 
his amusing vocabulary and using him to 
ventilate all his friends. 

As with Abe, the Slig’s speech ability 
isn’t just for fun. Sometimes you’ll need 
the Slig to yell “Watch out!” to nearby 

Mudokons, or they’ll 
die in the ensuing 
firefight. At other 
times, you’ll have to 



a horrifying dis- 

be turning 
Mudokons into 
packaged food treats. As you might 

dramatically at that point. 

The intro segues perfectly to the start 
of the game. Throughout, the designers 
have succeeded in integrating the cut- 
scenes almost seamlessly with the game- 

toward preserving the consistency of the 
game world. 

As the game begins, Abe is on the 
lam, trying to escape from Rupture 

low Mudokons as possible. You control 
Abe with the usual complement of plat- 

crouching, and rolling. My favorite move 


ties. Abe can say “Hello,” “Follow me,” 
and “Wait.” He can also hiss, whistle, 
fart, and laugh. Not bad for a guy who’s 
mouth is stitched tight. 

His speech is not only amusing, it’s 


Eariy on, you’ll need to get other 
attention by saying “Hello” and “Follow 
me.” Later, some of the puzzles require 
Abe to whistle and fart on cue. (Parental 
advisory: This function is capable of 
keeping a youngster amused for hours, if 
you can stand the sound of incessant 
•flatulence.) 

Abe has one other speech command: 
j. It can vary, but the main pur¬ 
pose of chanting is to possess an evil 


HOW ODD 

Oddworid—the game environ- 
organically consistent virtual world. The 


j changes the field of 
view, bringing distant features into focu: 
as the new plane of action. At other 
times the action can occur on more tha 









ODDWORLD: ABE'S ODDYSEE • REVIEW 




The puzzles are easy at first but 
become fiendishly clever and more com¬ 
plicated. (See our tips for winning in this 
month’s Gamer’s Edge.) The only actual 
weapon Abe will ever have, apart from a 
gun-toting Slig, is a hand grenade. Most 
of the time all Abe has to work with is a 


you play all the way through a level 
before saving. You have to finish the 
entire level, then you get a code, then 
you advance. Only trouble is, computer 

tolerance levels. Rather than forcing our¬ 
selves through a Quake or Jedi Knight 
level all at once, we like to save the game 


beyond a certain sequence. I had to 

than 100 times, and though I may be 
slower than you, I wouldn’t recommend 
buying Abe’s Oddysee unless you can 
tolerate repetition and have plenty of 

If it wasn’t for this major flaw, I would 
recommend Abe’s Oddysee to any 


figure out how to use them to defeat 
your enemies. The puzzles are not only 
challenging, they’re also thoroughly con¬ 
sistent with the game world. 

Fortunately, Abe isn’t entirely alone in 
his mission. He has the occasional sup¬ 
port of allies throughout the game to con¬ 
fer special knowledge or power to him. 
There are Mudokons, a powerful shaman 

called Elum. Elum (“mule” spelled back¬ 
ward) is an endearing beast who responds 


mize repetition. In ODDYSEE, you can 
save at any time, but the actual save 

the game. This means that you might 
save near the end of a difficult level, but 
if the game’s nearest predetermined save 
location is at the beginning of that level, 
you’ll have to play through the whole 
thing again anyway. Since the interval 
between these points is usually several 
screens long, the game requires that you 
perfectly execute up to 10 puzzle-filled 
screens before being able to advance to 


action or adventure gamer. It's loaded 

the story and puzzles are enough for 
experienced gamers to sink their teeth 
into. If the designers provide a more ver¬ 
satile save feature for the next four edi- 

Abe and his Oddwodd friends. % 



to ride him, which comes in handy for 
making big jumps. The only liability Elum 
poses is that he's prone to distraction when 
eating honey. This becomes a puzzle in 
itself as you try to separate him from his 
favorite food. Fortunately, where there’s 


you get it right. To make matters worse, 
some of these puzzles won’t just be phys¬ 
ical moves, they’ll be speech puzzles. So 
you’ll have to hear and repeat back a 
series of whistles and farts dozens of 
times until you’re able to progress 




honey, there are also bees.... 















A REAL-TIME SAGA OE 1MTR1GVE 
AMD DIPLOMACY, OE TRADE, 
COMQVEST AMD ESPIOMAGE. 






Long ago, in a time when the lives of men, monsters and 
gods were intertwined, seven kingdoms vied for supremacy; 
each grew to have its own distinct identity, possessing 
unique skills and traditions.Their tools of conquest were 
trade, diplomacy, espionage, science and sheer brute force. 
By strength, cunning and guile they expanded their 
burgeoning empires, fighting against the ravages of nature, 
sometimes against rival kingdoms and sometimes against 
uprisings from within. 


Real-time empire building with seven unique cultures 
Multiplayer options via modem, LAN, serial or Internet 
Pre-built scenarios and random campaign generator for 
unlimited gameplay 

Espionage and counter espionage with trade and 
diplomatic options 


Highly detailed 800 x 600 SVGA graphi 


Visit your local retailer or 

call 1 -800-789-1543 to order a copy today! 


imagicgames.i 
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REVIEW • POSTAL 


Bloody Mess 


Take Away the Controversy and You Have a Mediocre Game , 



BEYOND POOR TASTE 

Designed with juvenile delight by 
Running With Scissors, POSTAL is both a 
parody of video-game violence and an 
excellent example of our desensitized 

find Postal hilarious; others will find it 
downright sickening. Give Ripcord some 


when all is said and done, the simple- 
minded carnage at the heart of the game 
becomes a worn-out novelty. 


of controversy. So far, it’s worked. Once 
you get past the hype, though, the game 
reveals itself to be lukewarm at best. 
The game’s back- 

to the player’s own 


doesn’t just push our moral hot button, it 
smashes it to smithereens. The game 
dares us to find pleasure in the cold- 


PUZZLING GRAPHICS 

Graphics are good and bad. On the 
plus side, the game’s hand-drawn back- 

backgrounds look like the classroom 
doodlings of a bored seventh-grader. 



extinguished when scrolled out of 
. Had the designers 
let players interactively vent their 
rage on structures in the game 
world, the game would have had 


tims who spew arterial blood 
while clawing the ground in 
agony. Players with DireciX-com- 
patible video cards will also enjoy 

Overall, the only envelope 
POSTAL pushes is that of good 
taste. Otherwise, it’s merely a routine 
shooter designed to delight the common¬ 
ly morbid minds of preteen boys. % 


Shoot-’em-up far 


►PROS: Good selection of single- 


repetitive and dull. 

The game does its best to ensure long¬ 
term playability, with a host of single¬ 
player variations, such as timed levels, 
body count goals, checkpoints, and cap- 
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...YARMOOR [YELLOW] DEFEATS FLATLINER [BLACK] IN A SANCTIONED MATCH ON SOLARIS... 


Stone -GrpW->-: Where did DW's Banshee go? 

JT Chance -GrpW->-: It shredded my gyro! 

I'm out! DEAD! 

Stone -GrpW->-: I'm gonna need help 

- who's left? 

HELLO? 



SDLFRkS™ 

www.multiplayerbattletecb.com 


GAMESTORM 


—$9.95 MONTHLY -ONE PRICE, ALL GAMES, UNLIMITED PLAY-FIRST MONTH FREE — 


MultiPlayer BattteTeth:Solaris is; 


KESMAI 
















CHASM: THE RIFT • REVIEW 


Poor Man’s Quake 


and its your job to clean house with the 
customary mix of weapons: chain-guns, 



adheres to a dated 2D- 


Where CHASM distinguishes itself is in 
its 3D polygonal monsters—they are the 
best I’ve seen in a 3D shooter. They a 


mated, moving as if they actually 


)w off a monster’s arm. That 
may slow him down, but it won't 

I with the other hand. Shoot his 
other arm off and he’ll start lack¬ 
ing until you put one in his brain. 

While the monsters are state of 
the art, the rest of CHASM feels 
I dated. The levels are wonderfully 
textured and fairly interactive— 
you can shoot out lights and win¬ 
dows —but very 2D. There are no 


Wizard of Blahs 


by Robert Coffey 

M ageslayers typically unoriginal 
plot boils down to killing every¬ 
thing in sight while dodging var¬ 
ious traps. Basically Take No 
Prisoners with some half- 
baked fantasy, it’s a top-down shooter 


Like other subpar games, 



MAGESLAYER • REVIEW Ai 


ters, but gameplay is unaffected by your 
choice. Visually, MAGESLAYER is 
crisp and smooth, provided you 
have a 3Dfx card. Even with one, 
there’s a slight but noticeable hit 
in frame rate when large animat¬ 
ed objects fill the game screen. 

Unlike TNP, Mageslayer is 
stunningly stingy in variety. All 

by the same few monsters, most¬ 
ly the tired giant scorpion, spider, 
and rat types. It gets worse. Each 

attack and three ranged spells, all 


fusing lots of enemies with challenging 
gameplay. Monsters attack in huge 
hordes that, though easy to kill, force 

Mageslayer is filled with traps you’ve 


To be fair, the 
g3me does go beyond the tradition¬ 
al power-up caches by offering some 
entire gauntlet-running secret levels. 
Ultimately, MAGESLAYER is a study in 

on multiplayer options. % 
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We took a perfectly 
good 
threw in a 


G o ahead and stare. You’ve never 
anything like Guardians: Agents of 
Justice™ Never before has a game so 
expertly mixed resource management and 
intense superheroic battle. Never before 
has the army in a strategy game been a 
handful of mutant, superbuff enforcers out to 
save tomorrow's planet from its own scum. And 
before have there been such shapely superheroes, 
as easy on the eyes as they are rough on the rib cage 
Guardians: Agents of Justice is the superhero strategy 
game where you call the shots. You can even 
customize your own mighty saviors, in case ours 
fail to meet your needs. (Somehow, we doubt it.) 





! v; 

iMiuROPROSE 

www.microprose.com 




**** REVIEW • UPRISING 




Rising Fun 

A Lot of Action and Only a Little Strategy 


by Robert Coffey 



HI-TECH SLUGFEST 

While UPRISING has customizable 

campaign mode, which casts gamers as 
part of a rebel faction battling the evil 
intergalactic Imperium. Piloting a roving 
command center uber-tank, called a 


“hot zones” in order to build citadels, unit 

While you can call in units to do your 
dirty work, deft use of the Wraith’s 

key to success in UPRISING. In addition, 
you can jump between your Wraith and 
the nearest citadel to seize the citadel’s 



punishing turrets. are the same—take over all the citadels. 

Battles are teeth-gritting spectacles of They’re tough, but they get repetitive. 





i invaders. Regrettably, 
: control of any of your 


BEST LAID PLANS 

Red Alert base-building gurus, lured 
by empty promises of a strategy game, 


utter mayhem. Throw in the fact that 

when you’re in the middle of an on¬ 
slaught elsewhere—which forces you to 
manage multiple battles while dodging 
Imperium missiles—and keeping plates 
spinning starts to look easy. 



Still, Uprising is a blast. If Cyclone 
Studios had only thrown in the strategy 
they promised, UPRISING could have 
been a ground-breaker. % 














i: COURSE 


I..CHANGE COURSE 




GunJam: bandits, 6 o'clock high! 

HiTech: i'm done — bingo ammo 
GunJam: run low — i'll cover you home 

HiTech: roger that — p51 closing fast! 

GunJam: pull left! PULL LEFT! 

GunJam: HiTech!?! 

AIR WARRIOR II 

www.airwarrior.com 


GAMESTORM 










A Pirate’s Life for PC 


H igh on the seven seas, the scurvy 
pirate Blowfleet has wreaked his 
havoc for far too long. As a rival 
pirate with a thirst for adventure, 

and take his treasure and glory from him. 
The world of Shipwreckers!, howev- 


new map areas. This introduces a puzzle 
element to the game. 

You’ll blow through ships, flame- 


replay levels 
a§ D h' 






humor. Most of the gameplay consists of steamship, ar 

navigating through inlets, spits, and locks weapons—si 
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REVIEW • DEFIANCE 



Fun-Defying Action 

Avalon Hill’s Action Premiere Descends Into the Clone Caverns 




ALIEN WAR MACHINE 

Defiance’s plot is an attempt at sci-fi 

mental fighter craft to be used in an 
intergalactic war. When your base is 
attacked, you have to root out the cul¬ 
prits and punish them. Most of the game 

base attackers. Once you do, the game 
becomes a simple matter of saving your¬ 
self by destroying all enemies. 

The plot moves along via voiceovers 
and cut-scenes between the 13 levels. 
The cut-scenes aren’t very impressive, 
but I like the use of voiceovers to further 
the plot. Though the technique is a far 
cry from the FMV in JEDI Knight, it’s a 
definite step beyond the text treatment 


Price: $49.99 
Minimum System 
Requirements: 


ROBOTS VS. ROBOTIC CRITTERS 

Though Defiance is like Descent, 



that in Defiance your ship doesn’t nat¬ 
urally defy gravity. There is no rolling or 
hovering; you have to use vertical thrust 
to “hop” around. It felt as if I was con- 



The weapons are divided into guns and 
missiles—most of which are stock 

monstrosities—boast nice animation, 
but are themselves unimpressive. Their 
colors are monotonous, and they always 
seem to use the simple AI routine of 



Also, the graphics aren’t terribly 
impressive. The use of Direct3D seems 

for adding visual effects—the graphics 
seem closer to the original DESCENT 
than to today’s visually impressive games. 

The save-game feature is odd; the 
game allows you to save only at certain 

the levels. While that’s not quite as bad as 
in Dark Forces, it strikes me as stu¬ 
pid —especially considering that there’s a 
cheat described in the READ.ME file 


Productions action line. Some elements, 
such as the story-driving voiceovers, are 
nice, but the lack of a map, the less-than- 

Descent clone. % 



rather than an option? 

In the end, Defiance is an adequate 
start for Avalon Hill’s new Visceral 


RATED 
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REVIEW • ULTIMA ONLINE 


■ki 



Origin’s Epic Online Game Is Snared by Bugs and Design Problems 













ULTIMA ONLINE • REVIEW 


various skills at play will be 
checked against each other, and 

also wants to give the player an 
autocombat option, with which 
the player will select a pre¬ 
defined fighting style and the 

combat, though this feature is 
not implemented yet. 

THE LAG DAEMON 
STRIKETH 

So, after learning these essen¬ 
tials, you just need to sign on and 
go have yourself an adventure- 
filled virtual life, right? Not quite. 
Unfortunately, ULTIMA ONLINE has £ 
host of problems and setbacks. 

First, this article gives you just; 


irst thing you notice is the lack of a 

: card and install guide, but no meaty 
ual. The only options for a manual 

:gy guide, which you 



The bugs are perpetual, as every time 
some are fixed, new ones will pop up. For 
example, as of press time, Notoriety is still 
buggy. This means that I could kill an 
Ore that threatened to kill Lord British’s 
mother, only to be marked as a “Dread 
Lord ” yet I could gain the title of “Noble” 
by giving fish away. Other bugs include 
the ability to generate large amounts of 
money via cloning, and the ability to 


get about them moments later. 
(“Go killeth Sir Davus,” you’ll 
be told. You then ask, “Where is 

off balance, due to the fact that 
everyone who has come before 


Practicing skills takes hours 
upon hours of clicking. If you 
thought Diablo was a click-fest, you 


install. Unfortunately, this runs quite 
slow. For smoother gameplay, you’re 
going to have to give the game half a gig 
(so that the game runs off the hard drive 
instead of the CD). 

Once you log on, you will invariably 
encounter the principle problem with the 
game: bugs. Origin is busy making patch¬ 
es and makes you download them when 

applying patch” screen do its work. 


ing an NPC to train you. 

The other huge obstacle in this game is 
lag time. The smoothest gameplay came 
for me when I was playing in the wee 
hours of tire night (about 2-3 a.m. PST). 
Whenever I played in the afternoon, the 
server was clogged, and not only did the 
lag time make my character teleport 
around the area, but it also booted me off 
with numerous server crashes. 

DUMB AND DUMBER 


for three hours. And finally, player-killing 
(“PlCing”) is rampant. While PICing is 
actually a legitimate form of role-play- 

because it’s much more fun than playing 
UO “the real way,” in which you must do 
a series of monotonous/repetitive tasks in 
order to be strong enough to kill any¬ 
thing larger than a pig. 

Ultima Online is a game with 
untapped potential. The game has great 
aspirations, but is plagued by bugs, horri¬ 
ble lag-time, and some design issues. As 
of now, you should get Ultima Online 

whole lot of grief, all the time. If you sim- 

with friends, stick to Diablo. If you have 
the patience to put up with the numer¬ 
ous changes and pitfalls of ULTIMA 
ONLINE, and would like to try living a 

I’ll stick to real life for now. % 
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Conquer the office LAN or be king of the Internet — it’s all in a 
game's work. Steal, spy and strategize your way to glory. We 
have changed the iuture of gaming by letting you change the 
past. Return to WWI where you tully command the naval lorces, 
the economy and the outcome. 


GREYHOUNDS 
OF THE SEA 





MERIDIAN 59 REVELATION • REVIEW A AAV 


MUD Fight! 

Online Warfare Gets Deeper With Meridian 59 Revelation 




by Barry Brenesal 

R easily turn into poison 

user dungeon (MUD) 
for the last year. Now, with Ultima 
ONLINE out, and looming threats from 
Microsoft’s Asheron’s CALL and Sony’s 
Everquest, 3DO’s producers have 
turned their attention back to 
Meridian 59. But can their new 
Revelation upgrade—and the 


Meridian 59 does not supply a mix of 
fantasy races and professions, so don't 
expect to unveil that Dark Elven 
Sorcerer you always wanted to be in 
your black heart of hearts. You customize 
your character by seeking out one of six 
schools, each of which offers unique 

..The Temple 


KILLING TIME 

To PK or not to PK, that is the next 
question. MERIDIAN 59 has a reputation 
as a player killer’s paradise, and it’s not 


clublike guilds enc 
flict. With only 14 guilds allowed at any 
given time, many guild-wannabes orga- 
's upon guild 


protection spells, for instance, while 
control attack spells. 


Meridian 59 
MUDslidein 


Tiala-lolal » ^ * ■JJJJJJ 

gffll 


u 




all nonmembers (except by permission); 
a body of friends to provide instant res¬ 
cue or support; and a guild chest to hold 
your surplus goods and keep them safe 
from loss, which 


and find fame; of 
sionallyyoudie. 

Your character begins in the towi 
Raza, in a small, safe area set aside f 

new arrivals to learn the command set. sive school you choose to < 

Meridian 59 lets you customize your While this admittedly prevents the 

characters appearance in regard to hair development of s 

style, mouth shape, eye color, skin color, places a ceiling on training, which can effectives 

and gender. Finally, you apply 50 points frustrate players who like aiming for that This MUD is not just about combat 

against stats in six categories: might, intel- next spell or obscure talent that lies just and death, though; Meridian 59 offers 

’’. ’ ‘ er the magical horizon. a social atmosphere, with many cities 


to Revelation’s atmosphere. 


his pals car 
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REVIEW • MERIDIAN 59 REVELATION 
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r The Bitter End 


A Great Action/Adventure Hybrid-Until the Terrible Endgame 

by Robert Coffey 






DARK EARTH • REVIEW 


daggers, yet there are simple 

beautifully rendered in screen 
after gorgeous screen. Dark 
Earth’s environments are lush 
and detailed, even in 256-color 
mode. More than mere eye 

paints an imaginatively con- 

of Sparta’s temple. While there's 
some simple movement in the 
environments, the world is pre¬ 



annoying for gamers looking 

THE BIG PROBLEM 

So,ifDARKEAKlHissuch 
an enjoyable, solid game, 
why are we giving it only 3.5 
stars? Because the end of the 
game flat-out sucks. Kalisto 
really dropped the ball here. 
After the final save point, 


through a maze bristling 
with spinning blades, then 

but not kill, all the while des¬ 
perately trying to move 


Dark Earth's animated cut-scenes 


are similarly outstanding. While not visu¬ 
ally ground-breaking, these cut-scenes 
are easily the most exciting I’ve seen in a 
game. They push the action forward 
instead of just serving as a simple reward 
for a solved puzzle. The only problem I 
had with the cut-scenes is that they 


Arkhan and the numerous NPCs he 
meets are polygonal 3D characters in a 
2D world. While not as sharply drawn as 
their surroundings, the characters don’t 
look glaringly out of place, although 
their movements occasionally seem 


go up or down stairs (they 

hover about an inch above 


every step). Also, Arkhan 
has a fairly large “tangle 

the edges of objects and 
walls rather easily. 


/ 


can be saved only at certain locations. 
However, save points are liberally scat- 

shouldn’t find themselves replaying huge 
segments of the game if they save wisely 

Interacting with objects is a simple 
matter of maneuvering Arkhan to the 
desired object and hitting the space bar. 
Kalisto has added a twist though, with a 
“mood” meter that can be toggled 
between Arkhan’s light (normal) and 
dark (contaminated) natures. Some 


to the end of the g3me. Negotiating the 
maze is tough, if only because nothing in 
the game prepares you for the space bar’s 
sudden ability to make Arkhan duck—I ' 
died a lot before finding out that one. 

Also, the game needs a saving oppor¬ 
tunity after the maze, since the boss at 
the end will kill you scores of times, 
which forces you to go through the 
maze again and again. And any game 
that expects you to figure out the correct 
sequence to pull some levers (without 


things maybe accomplished only if 
Arkhan is appropriately nasty, particular¬ 



's to finding some 
;hing a room is frustrat- 

the dark side and start 
angrily searching the 

Dark Earth’s 
gameplay is as effortless 


cible beast pounds on your head has just 

ingly difficult that it mins the game. 

Dark Earth has a lot going for it. It 
looks good, it sounds good, the story is 
great, and it’s not too tough—perfect for 
beginners. But the ending is so disap¬ 
pointing you’ll need lots of forgiveness in 
your heart to get over it. % 


explore the world, with all 


died by an easy-to-master, 
though noncustomizable, 
combination of Shift, Ctrl, 

may also be used, though it 
also can’t be customized. Dark Earth’s 
inventory system is simple and intuitive 
and allows you to assign numbers to up 


the game bends over 
backward to keep 

difficult. While gamers 
can control Arkhan in 
combat, simply holding 
„ ’ ’ down the Ctrl key in 

name combat mode will let 

in prope the computer do all 

)lot your dirty work. 

The puzzles in the game are generally 
inventory-based, logical, and tied into the 
me keeps things simple by 



story. The gar 
solving the mo 

Saving games may be a sticking point you. The game automatically assembles 
be saved, they can’t be named, and they objects. It's great for beginning gamers, but 
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COMING THIS SPRING 




INTERACTIVE EPISODES. ALL DIGITAL. 

Judgment Rites, and Star Trek 25th Anniversary, comes ■ ACTUAL GAME PLAT 
the amazing' digital adventure based on the original series. _ SCREENSHOTS_ 






-PC Gamer 
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*irki REVIEW • BYZANTINE: THE BETRAYAL 




Mystery Lesson 

History Mixes With Murder for an Intriguing Adventure 

by Allen Greenberg 


becomes caught up in j 



these sites. However, the live action 
forms only part of the game. The investi¬ 
gation leads you to an amazing comput¬ 
er simulation of some of the sites as they 

For example, there is a visit to the palace 
of Suleyman I, who ruled from 1520—66. 

However, someone has sabotaged 
these simulations, possibly to hide the 
theft of hidden antiques. To repair the 


Pentium 90, Windows 
95, 16MB RAM, 

95-compatible sound 


Multiplayer 
Support: None. 
Publisher: Discovery 


that you will unc 
that person or persons. And, of coi 
while all of this is h 


The puzzles in Byzantine are not 
particularly difficult, although there are 
moments in the game when quick action 
is called for in order to escape death. 



you move from place to place, which 
can leave you disoriented and unsure of 

Hints as to what to try next are also built 
into the game. They won’t tell you every¬ 
thing, but they can be helpful at times. 

The plot is essentially linear, but there are 
many places to explore and people to talk 
to in the real world. Each time someone 
mentions a new location in Istanbul, that 
place appears on your map of the city. 
Before long, your map becomes quite full 
and you can visit arty location on the map 
simply tty clicking on it 

TROUBLE BOUND 

Unfortunately, the game did not always 
run smoothly. At a certain point, key peo¬ 
ple in the story simply didn’t show up— 
which essentially froze the game. 
Discovery insisted that BYZANTINE had 


been extensively tested, and it even pro¬ 
vided saved games that circumvented the 
problem. Users should beware, however, 
that the potential for trouble exists. 

Byzantine is not a classic game, and it 
has a few minor problems, but it should 
provide adventure lovers with some 
enjoyable hours before its conclusion. % 
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Experience extreme Rapid Eye Movement in this visually spectacular 3DFX action-adventure game. 
Dreams to reality...live out your wildest, most vivid dreams...if you dare. 
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Hoc® 


And the gloves are off! 

It's been a long wait, but EA Sports' all-dominant NHL HOCKEY series finally has 
some worthy competition in the battle for Lord Stanley's Digital Mug. It comes in 
the form of Virgin Interactive's NHL POWERPLAY '98, the second installment of the 
title designed by Radical Entertainment (BRETT HULL HOCKEY 95). 

Radical has gone the 3D route this time around, adding some glossy 
oomph to the lovely artificial intelligence of their first effort, last year's NHL 
POWERPLAY 96. Meanwhile, EA's hot-off-the-press NHL 98 exhibits 
revamped Al and a marginal reworking of its already superb graphic 
engine. There's no doubt whatsoever that this pair sits atop the PC hockey 
world and it's probably no coincidence that both are developed in and 
around hockey-mad Vancouver, Canada. 

But that's not to say there aren't other alternatives. Lovers of silly sports 
may find solace in GT Interactive's NHL OPEN ICE, and that's covered here 
too. Then there's the also-rans, recent titles you should still find in the minor 
leagues (er... discount bins)—Time Warner's WAYNE GRETZKY AND THE 
NHLPA ALL-STARS and Empire Interactive's SOLID ICE come to mind. In any 
case, Acclaim's NHL BREAKAWAY 98, due by year-end, will have to work out 
its rookie jitters amongst the company of two very strong players. 



(Smart Playpr ) — 




learned from its innovative but sloppy BRETT HULL 
HOCKEY 95 and stuck it into the NHL POWERPLAY 
mold, hockey playin' gamers have been talking 
about the possibilities of a merger between this level 
of smarts and something other than its relatively 
antiquated and sprite-filled 20 uni-camera graphics. 

Now, Radical has granted their wishes with NHL 
POWERPLAY 98, a title that's got looks and brains. 
Again with the blessings of both the National 
Hockey League and the NHL Player's Association, 
they've fashioned the closest hockey package ever 
to what is arguably one of the top sports games of 
all time, EA Sports' NHL HOCKEY. But, though POW¬ 
ERPLAY remains the best "substance" hockey there 
is, especially in single-player mode where the pro¬ 
gram's Al is truly tested, little weaknesses keep it 
from taking the crown. 
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Net Gains 

Visually, Radical programmers have introduced 
motion-captured players and a 3D environment. 
They've also offered up no less than five roving 
cameras, and if you gloss over the small stuff or 
choose a distant perspective the overall appear¬ 
ance is pretty close to state-of-the-art. 

But up close you'll see curiously angular play- 


"ripple" as they approach the forefront, pucks may 
momentarily disappear in the corners, and skaters 
appear a bit too large for the ice surface. 

If you're anything like me, you'll finally settle 
on the relatively distant Overhead cam. Here, you 
won't get quite the same sensation of 3D, but you 
will see enough of the ice surface to get a good 
read on what everybody's doing and lose all of the 
nitpicky irritants addressed above. 

The original POWERPLAY featured gameplay 
options galore, and nothing has been lost in this 
version, including defensive and offensive posi¬ 
tioning, player trades, the ability modify or switch 
off virtually every major real-life rule, and much 

battery of stats and a three-star selection with real 
player head shots. Season lengths are variable, as 
are playoff rounds. 

POWERPLAY's entire menu system is 



nient, with an annoying and constant involuntary 
scroll that had me “exiting" instead of "starting" 
and consistently ending up where I didn't want to 
be. I tried three more controllers and the situation 


Real realism 

And that brings us to the most important topic of 
all--how your charges behave in the heat of com¬ 


ers backchecking do not. Breakaways, rare though 
they are in this game (as they should be), often 
result in a goal, while *1 on 2" opportunities proba¬ 
bly won't. That is, of couise, unless the single offen¬ 
sive player happens to possess the shot of a John 
LeClair or the moves of a Saku Koivu. 

As in the EA game, teams go through very def¬ 
inite hot and cold streaks, sometimes confined to a 
few fleeting minutes, sometimes lasting an entire 
contest. Thankfully, it feels less pre-ordained in 
this context. In NHL HOCKEY, for instance, a "team 
on the skids" will still generate a bevy of chances 
yet somehow fail to bury the biscuit-extremely 
frustrating. In POWERPLAY, a rough patch might be 
typified with some missed checks, off-the-mark 
shots, and the same sort of general malaise that 
would permeate a real-life cold streak. 

When your team is flying, however, POWER¬ 
PLAY lets you pull off some truly skilled maneuvers 
beyond the regular advanced fare of faked shots, 
one-timers, dekes and the like. As the manual 
explains, deflections, hooking, double-tap dump- 
ins and sliding blocks are all within the reach of a 
well-versed playerwith a 4-plus button gamepad. 

And that brings me to something else I really 
like about POWERPLAY: the arrangement of 


tie development should effectively slow anyone 
who doesn't know his controls. 

The gray lining on this silver cloud? Just a few 
things really, but enough to be at least slightly dis¬ 
concerting. Pull your goalie and the CPU team will 
do their best to miss your net, perhaps taking a 
penalty instead. Dump the puck in from you 




subtleties of the real thing. NHL HOCKEY 


PROS: Superb artificial intelligenc 


CONS: Some minor Al inconsistencies, 
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Puma GT Steering Wheel 
Compatible with all PC games! 

Complete steering wheel, accelerator, brake 
and stick shift system! 4-way D-pad plus 8 programmable 
digital action buttons. Incredible 270° wheel rotation. 




Sometimes, to achieve perfect control, you’ve got to get a little out of control. 
We at Team Mad Catz take pride in going the distance for you and your game. 
You want perfect replication of the high-speed driving experience. We got it. 

The Puma GT Steering Wheel. The real wheel. By any means necessary. 




I HOCKEY FACEOFF '98 


completely squander their opportunity, perhaps 
going by the net entirely.To make matters worse, 
watching any of the above for a second time means 
dealing with the frightfully brief replay compo¬ 
nent, one that does not sport a save capability. 

At The Buzzer 

Nevertheless, the factors critical to long-term 
intrigue are present and accounted for. More simu¬ 
lation than game, NHL POWERPLAY is actually 
what it claims to be, namely "the most realistic 
hockey game ever created’! I found that winning 
games was a bit too easy, and it is less a complete 
sensory "experience" than EA’s NHL 98, but, then 
again, EA’s been doing the hockey thing twice as 
long, haven't they? 



(The beast is back. ) 

EA Sports' swaggering NHL HOCKEY series has 
indeed returned for its annual rite of passage, and 
as usual it's a thing of wondrous beauty that no PC 
hockey player should ignore. Even better for seri¬ 
ous hockey fans, EA has finally put the emphasis 
on upgraded artificial intelligence rather than the 
absolute latest in graphical wizardry. 

It's no secret that Al has long been the Achilles 
heel of what otherwise has been one of the most 
amazing and complete PC sports experiences there 
is. Now, with Virgin Interactive's smart NHL POW¬ 
ERPLAY 98 descending on the marketplace, EA has 
made some moves in what would appear to be the 
right direction. Ain't competition grand? 

I remember not so fondly the frustrating oddi¬ 
ties of NHL HOCKEY in the past (to this day my 
garbage can harbors a grudge from one particular¬ 
ly savage beating), and am happy to report that 
several have been corrected. Breakaways, for 



you should not lose 5-1. Ever. And players should 
not miss open nets from just outside the goal 
crease or score on weak backhanders from just 
inside the blueline in order to preserve what the 
program feels is right. But it happens in NHL 98, far 
more than real life good or bad luck would permit. 

Otherwise, players generally head in the direc¬ 
tion they should be heading and position them¬ 
selves correctly. I said generally. At this stage in the 
game's development, there's no excuse for power- 
play pointmen who refuse to pick up easy back- 
passes at the blueline. There's also no excuse for 
goalies venturing from their nets to corral cleared 
pucks before their defensemen get a chance at an 


Chrome Job 

EA hasn't confined their NHL 98 modifications 
strictly to gameplay. In keeping with previous 
installments, the revamped opening sequence is a 
thing of riveting enormity, and that's just the start. 
Up in the press box, real life Vancouver Canucks' 
play-by-play man Jim Hughson has been comple¬ 
mented with a color commentator, and their ban¬ 
ter, though sometimes quite generic, certainly 
helps "sell" the game. 

On the ice, NHL 98 is still the smoothest thing 
on blades, again mimicking a high-tech television 
broadcast. Player movement is truly spectacular 


icing call. / 

















now, especially when compared to any other PC 
hockey game. This includes skaters who sport a 
seemingly infinite variety of maneuvers, not just 
between whistles but during play stoppages too, 
when they'll tap their sticks on the ice, test their 
shooting motions and mill about as real players do. 
Both audio and video can be a bit over the top at 
times, but EA can be forgiven for leaving realism 
behind when the results are this exciting. 

Multiple cameras are again part of the pack¬ 
age, as is the best replay component to grace any 
sports game. New for '98 are PIP displays of the 
penalty box as players get set to exit, disallowed 
goals attributed to crease violations, and a 
Coaching Strategies utility. Remember though, 
NHL 98 is first and foremost a test of reflexes and 
timing. Good coaching will take you only so far. 

In a perfect world, the folks at EA Sports would 
join forces with the crowd from Radical, take the 
best from NHL98 and NHL Powerplay '98, and con¬ 
coct the perfect game. It really wouldn't take 
much because the pieces are already there. In the 
meantime however, and even though I’ve 
bestowed identical ratings to both, NHL 98 gets a 
marginal nod because nothing immerses you in 
the overall PC hockey show, and nothing is as flat- 
out invigorating as this veteran performer. 



(insanity On Iff ~) - 

See funny man with big head. Ha ha. See other 
man. He doflip way up in air. This fun. Make me 
pee pants. It warm. Mmm... 

Alright, so GT Interactive's NHL OPEN ICE isn't 
my cup of tea. But arcade-reared sports-loving kids 
are probably gonna eat this thing up because 1) it's 
got their hockey heroes performing outlandish 
maneuvers and, 2) it's an exacting replica of the 
coin-op beast. The rest of you? Well, you might find 
it a hoot too, for a few moments anyway. 

But enough of the snide remarks. NHL OPEN 
ICE, curiously licensed by the same two profession¬ 
al hockey organizations who lent their name to the 
genre's more serious titles, isn't a simulation and 


pucks the size of goaltenders are just the start. 

Think the real life Pavel Bure is deceptive? 
Yeah? Betcha he can't do a triple spin-o-rama 30 
feet above ice level or launch a blast of such mag¬ 





nitude that both puck and net end up in flames. 
The fact that he can here doesn't seem so incredu¬ 
lous once you've been playing awhile, and neither 
do momentary yet stupefying boosts in speed, 
checking, shooting and puck-handling. Just make 
sure your "turbo meter" is cranked-you know, like 
Scotty Bowman did before he sent Shanahan onto 
the ice in last year's Cup final. 

With four human players, each of you can 
take on a single on-ice persona and the game 
will admittedly get a tad exciting. Go ahead, 
embark on what is a nutso ride through the dark 
recesses of the minds of programmers gone 
mad. I double dares ya. • 

APPEAL: Uh...sub-adults who feel hockey is but 

CONS: 3-man squads, virtually no rules, and 


the subtleties of the real thing. NHLHOCKEY 
fans willing to put of with a bit less gravy for a 
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guide it in a quest for the national championship. 
NCAA provides officially licensed rights to 112 
Division l-A schools and four major post-season 
bowl games. 

only one view, an elevated, 
, v 9 ® behind-the-quarterback look 
I that makes throwing to outside 

Bfe ” since they can't be seen unless 
your QB rolls out to that side. 
More disappointing is the lack of a planned career 
mode which would feature recruitment and gradu¬ 
ation. Maybe next year. 



MNF98 achieved not only critical success, but 
emerged as the clear cut sim of choice among seri¬ 
ous football gamers. Driven by a smooth play-call¬ 
ing interface that allows on-the-fly adjustments in 



A surprising second place finisher was EA Sports' 
action-oriented college sim NCAA FOOTBALL. While 
MADDEN grabbed most of the preseason attention, 
when release time came along NCAA was the EA 
product that ultimately turned gamers' heads. 


like a promising first-round draft pick that never 
quite makes the grade, something happened to 
MADDEN 98 along the way. 

What happened? It doesn't take Vince Lombardi 
to figure this one out. Consider that the game's 
release date was moved up from January to late 
October. When do games ever ship ahead of sched¬ 
ule? Why would that happen? And how do you get a 
game out the door three months early? Who made 







that decision? The answers are, in order: never; 
Christmas shopping season; cut back on features; 
and marketing weenies. 

So we're left with an under- 
HWADOEN cooked MADDEN that's a good 
9™e, but not what it could 
have been. Still primarily an 
El S\ action-oriented title, MADDEN 
J nevertheless is creeping into 
sim territory with roster management features that 
include a rudimentary trading module. 
Unfortunately, the game's stats, once you locate 
them, still lag behind the presentation found in the 
hardcore sims. Gameplay-wise, certain gadget 
plays, such as the Hail Mary, succeed fartoo often to 
maintain any sense of true simulation. And numer¬ 
ous bugs serious hamper the action. 

The bottom line on MADDEN 98 is that it's a hot 
property that was unfortunately pushed out the 
door before it was fully baked. EA Sports obviously 
knows this and is completing patches that address 
some of the key issues (at press time, a 3Dfx patch 
was nearing release). It'; 
has a lot of warts. 



As predicted, Sierra's FRONT PAGE SPORTS: FOOTBALL 
PRO 98 is essentially last year's game with a few cos¬ 
metic changes layered on. That's not necessarily a bad 
thing, since the '97 version was a prime-time player 
that copped a 4.5 star review in CGW. In feet, the entire 
FPS FOOTBALL series has been evolving incrementally 
over the last four years. This year, unfortunately, 
there's little substantive reason to recommend the 
game over its ancestor, especially since Sierra and 
developer Synergistics are known to be gearing up for 
a ground-up rebuilding of FRONT PAGE for '99. 

So, what's new this time around? Keeping up 
with the Joneses (and the MADDENs), Sierra has 
added lackluster play-by-play commentary from 


B CBS Radio broadcaster Howard 
David. In the pointless eye candy 
hSSmP department you'll find 3D ren- 
'IPmB derings of all 30 NFL stadiums 
1 displayed briefly at the begin- 

ning of the game. But the in¬ 
game views are just generic grey backdrops. The 
game interface has changed as well, making navi¬ 
gation marginally more intuitive than in past edi¬ 
tions. Commissioners of the plentiful FPS online 
leagues will appreciate the ability to generate HTML 
output of league files. 

If you don't own a previous edition in the series, 
by all means, grab this one. FPS '98 is a steal at its 
$29.99 list price (Sierra's tacit admission that the 
game is just an upgrade), and it still includes all the 
great features that have made FRONT PAGE the 
decade's dominant gridiron simulation. 


Predicted Finish Actual Finish jjf 


ever, while I 




stand-alone game, one can't help but have the feel¬ 
ing that it should have been just an MNF '98 mod- 
le. HEROES employs only 32 of 
he better-known college 
earns, and uses nostalgic ros- 
ers of past players. 
Unfortunately a disproportion¬ 
ate number of the players seem 
to be from the 1970’s and later, 
apparently due to licensing difficulties with players 
who were not NFLPA members. The small number 
of teams and fairly recent run of players sadly 
detract from the game's sought-after nostalgic feel. 
Fortunately, all of MNF's good points apply to 
Heroes, with the exception of the ABC TV atmos¬ 
phere, which is super low-key in the college version. 
Can someone check Keith Jackson for a pulse? 



One of last year's sleepers was Acclaim's NFL QUAR¬ 
TERBACK CLUB 97 and arcade sports gamers were 
hotly anticipating the sequel. Unfortunately the tar¬ 
geted release date in October came and went, and a 
contact at Acclaim recently informed CGW that the 
PC edition would not be released this year because 
it did not measure up to the Nintendo 64 version. 




And then there's LEGENDS 98, probably the only 
sports game in history to lose to a vaporware title. 
Yes, LEGENDS is so bad you're better off with no 
game. And to add insult to injury, LEGENDS had the 
coolest concept of any sports game this year. 

As an NFL junkie, I was completely ga-ga over 
1 the chance to pit cross-era pro 
I teamsgainstoneanother.l 
1 imagined Emmitt Smith crash- 
I ing helmets with Dick Butkus, 
and Sammy Baugh trying to 
* throwthedeeppostagainst 
Deion Sanders. Instead, what Accolade unleashed 
was a buggy game with meaningless player rat¬ 
ings, bad A.I., and rampant scoring. 

Accolade needs to seriously question the design 
decisions that went into this game. The list is long 
and undistinguished, but here's just a few of the 
more vexing issues: How can you release a Win95 


was the season's only game without jersey num¬ 
bers? How do you release a graphics-oriented sim 
into today's market with no 3D support? And finally, 
since it was scheduled for 1997, how can a game be 
this bad with an extra year of work? The larger ques¬ 
tion is, can Accolade recover from this disaster and 
regain the confidence of the average gamer? 
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THE CORPORATE EMPIRE NEEDS YOU! 


Now, more than ever, the Nataka Corporation needs you! 

Join the galaxy's most elite strike lorce - the Nataka Imperial Armored Cavalry, 
and Help enforce our contracts with our corporate neighbors. 


Your Remotely Piloted Vehicle [RPV] keeps you ou 
Its full neural interface lets you see the flash and l 



Get GUNMETAL, 

Mad Genius Softm. _ _ 

fight corporate armies, cultists, and mysterious forces in the far future. 


high-speed combat adventure from 
J g»|| Challenging puzzles. 

the far future. 


out of the line of fire. 

___ and thrill of battle 

from the comfort and safety of the NIAC base. 

Fly any tactical combat scenario with extreme confidence. 


Kick some tail with a customized vehicle, with your choice of chassis, 
armor and a wide variety of weapons systems. Cannons, lasers, meson guns, mines, 
auto sentries, and your very own .24 kiloton tactical nuclear device. Handle with care! 


Nataka ca 
Nataka Lifestyle Se 
in return is your unswerving loyalty. 


GUNMETAL's powerful 3-D engine renders incredibly 
complex and realistic environments: fog, underwater, indoors, 
outdoors, and in deep space. Interacive CD-quality mr- : - 


The Nataka Corporate Empire has delivered 
the optimum performance to its investors and 
customer base for over 170 years. 


Two player splitscreen mode lets you play head-to-head 
on a single computer. Plus network and modem play. 

And no graphics accelerator required 
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JOIN THE WINNING TEAM! 


www.madgenius.com 
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PROTECT YOUR HOME 
PROTECT YOUR FAMILY 
r ECT YOUR INVESTMENT 






ts amaz¬ 
ing that 
'' EA Sports'NBA 
'' LIVE franchise has 
been allowed to go 
our years without competi- 
:ially when you consider how 
Plishers jump on the bandwagon 
at the first sign of a successful title. Fortunately, NBA LIVE 
steadily improved from season to season, even without competi¬ 
tion. But Sega's new NBA ACTION 98 is a surprise rookie, showing 
some good moves that even EA's veteran would be wise to learn. 

Both games have terrific 3D engines, with texture-mapped 
players' faces and the like. But NBA LIVE 98, with its years alone in 
the marketplace, is still good enough to take on any newcomer, 
even if NBA ACTION 98 gives 
it a good game. 


product in leaps and 

bounds each year, especially ifthe game is already a pretty good one. 

NBA LIVE 98 does not leap or even bound over last year's version, but there 
are a few features that I’ve been asking for a long time—and received. 

First and foremost is the additional control options. Some of the welcome 
new moves you can make on offense are crossover dribble, a shoulder-lowering 
drive, and a pivot or spin move. When shooting, you can do a leaner orfade- 
away by shooting while pushing the directional pad towards or away from the 
basket, and a hook shot by turning 90 degrees from the basket before you 
shoot. There's also a direct pass option that let’s you pass directly to any player, 
and a direct shoot button that lets you decide what kind of shot to take from a 
choice of four, including a high-flying dunk or an easy layup. 

The best part of the new controls might be what you can now do on 
defense. There’s a button for stealing and one for hand-checking, so you can 
control what the player does when he's playing the ballhandler closely 











Even though NBA LIVE is a great game, there's 
nothing wrong with a little healthy competi¬ 
tion. And besides, all Sega's 
team really had to do was look at NBA LIVE, an already < 
and imitate the good and improve the bad. But tha 

If you arealready familiarwith NBA LIVE you will find your way around 
NBA ACTION with little difficulty. Although the front-end interface design 
is less polished and glitzy than EA's multimedia extravaganza, it is functional 
and easy to use nevertheless. 

What's surprising about NBA ACTION is how well the 30 polygonal players 
are rendered and animated for an inaugural release. They almost look and 
move as good as they do in NBA LIVE, a title with a few more years to work out 
the kinks in their men. It's all there: the texture-mapped faces, sharp uniform 
details, realistic height and girth, and so on. There's still a little work to be 
done to get their feet planted firmly on the hardwood, however, as players 



There's also the problem of 

speed consistency. It seems to take i_ 

too long for a player to set up for a shlPspecially dunks, and usually gives the 
defense enough time to collapse on the player to block his shot. For instance, 
to prepare for a mean dunk, the player squats down for added spring and then 
leaps in the air, which, admittedly, is more realistic than just jumping straight 
up. The problem is it takes him too long to get through the whole routine. The 
same applies to jump shots if the player is not already square to the basket— 
he takes a step ortwo to get set, then shoots. 

The speed of the game needs some adjusting too. Even if your machine can 
maintain a decent frame rate 
with some of the graphics 
turned down, the speed ofthe 
game itself might be too slow, 
though you can adjust it slight¬ 
ly. My P133 gives me a decent 
frame rate with the game set at 
640x480 with 8-bit color, but in 

320x240, it's a bit too slow and 
loses some excitement. The 
same also seems to affect the 
game clock, as a twelve-minute 

iphics are a good rookie attempt. Continued on page 196b 

up well against NBA Live 98. 
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Balancing Act 

The offense in NBA LIVE 98 still has an unmistakable advantage over the 
defense, as it always has, and the unusually high scores reflect that. The reason 
for this is two-fold. On the one hand, it's still really difficult to block a shot or 
even cause an opponent to miss, orto steal the ball. Many computerteams 
shoot the lights out at the higher difficulty levels, while your team goes cold at 
the other end. Which leads to the next problem: the disparity among the diffi¬ 
culty settings. The rookie level is too easy offensively, as you can sink just about 
everything you throw up, most of which are dunks, while any difficulty level 
higher than that means the same for your opponent, while your seven-foot cen¬ 
ter sometimes misses easy put-backs. There needs to be a setting where both 
teams play at even keel. 

One way to balance the scales a little is to bump up the frequency of defen¬ 
sive fouls a bit, but you'll also have to play defense more cautiously to avoid the 
wrath ofthe whistle-happy referees. 


At The Buzzer 

Although it perpetuates the series' lingering problem of court awareness by 
computer-controlled players—who step out of bounds needlessly, shoot from 
behind the backboard, or get called forthree-seconds in the key—NBA LIVE 98 
continues to improve on an already solid game. With more coaching and strate¬ 
gy options (you can assign a play to all ofthe buttons on the gamepad and call 
them from on the court), it's now a deeper game--but it could still get a few 
pointers from NBA ACTION 98.41 




Play Calling 

Off the court, NBA 
ACTION contains an 
interesting array of 
coaching strategies and 
features. A number of 
slide bars are used to adjust tempo and crash boards on offense. You can assign 
plays to three buttons, with two more--alley oop and double team--that can't 
be changed. On defense, you can also pick one opposing player to double team. 
All of these settings can be combined into one of three sets that can be called 
from the court, giving you a lot of combinations to try. 

Like NBA LIVE, there is a faceup button on defense (called a step modifier), 
which doesn't work as well since the defender doesn't stay facing his man. That 
means you have to let up on the step modifier a lot to correct the direction he's 
facing. There's also no illegal defense call whatsoever. 

But playing defense in NBA ACTION is better in many ways than in NBA LIVE. 
You really have to work to get an open shot or you'll get rejected. Although it 
might be a bit too easy to block a shot in NBA ACTION, at least you can do it with 
dependable regularity. And you'll have to be extra careful about getting your 
own shots blocked—the shooting animation doesn't end when the ball is 
released. It will take your man a second or two to recover from taking a shot 
before he can go after his own loose ball after the block. 

Finally, NBA ACTION has the distinct advantage of being far easier on system 
requirements than NBA LIVE, making it a better choice for those who haven't 
upgraded their rig to the latest and greatest Pentium with 3D acceleration—a 
must for getting the full enjoyment out of EA's title. 


Final Score 

NBA ACTION 98 is a solid and promising contender that should enjoy a good 
rookie season, but it's going to have to do a little tweaking and adjusting to its 
game to play at the same level as NBA LIVE. Watch for this player next year, but 
is still the one to beat. M 


APPEAL: PC basketball fans looking for more 
control, accuracy than NBA Live. 



















The ground trembles... 
Flames erupt...Smoke 
and nitro fill the air... 


In eight seconds, your 
machine swallows 
the strip whole: 


a blurred quarter mile 
of screaming speed 
and the smell of 
burning rubber! 
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★ ★★ REVIEW • SABRE ACE: CONFLICT OVER KOREA 


fe Aces Low 



This Sabre Needs Sharpening 


by Robin G. Kim 



mm n air combat—real or simulat- 

■ ed—there’s no kill like a gun kill. 

Why is it, then, that the Korean 

^B War era, which showcased some 

of the hottest missile-deprived 

^B has been almost totally neglected 

^B by sim developers? Whatever the 

■ reason, newcomer Eagle 

HU Interactive has—at last—filled 

this mysterious void with SABRE ACE: 
Conflict Over Korea. 

At first glance, Sabre Ace seems to 
have all the makings of a real winner. It 
has a novel setting, you can fly several 
plane types on either side, the aircraft 
renderings are gorgeous, and it supports 
just about every 3D accelerator card 
known to man. Alas, the games promise 
does not hold up quite so well under 
closer examination. While its strong 



potential exists in this era, spotty execu¬ 
tion in key areas denies Sabre Ace any 
chance of becoming a flight-sim classic. 


Virgin Interactive 
Irvine, CA 
(888) VIE-C0M1 
(714) 833-19r 


FROM PROPS TO JETS 

Play options include instant action, 
customizable dogfights with up to four 
planes per side, multiplayer dogfights, 


training missions, and a career mode. A 
career plays out as a series of indepen¬ 
dent canned missions: There are 25 if 
you choose to fight for the USAF in sup¬ 
port of South Korea, or 20 if you fly as a 
USSR pilot unofficially aiding the North 
Koreans. Americans start out with an F- 
51 Mustang, with an eventual transition 
to the F-80 Shooting Star, then finish out 
the war in the hotrod F-86 Sabre. Soviet 
pilots begin similarly with a Yak-9 prop- 
driven fighter, then graduate to the 
Sabres legendary opponent, the MiG-15. 
The prospect of upcoming aircraft 
upgrades provides plenty of motivation 
to progress through the missions, and the 
added variety of planes helps keep game- 


tunities to practice formation flying (or to 
use the special formation autopilot). 
Appropriately timed digitized radio chat- 


phere; the terse, rapid-fire acknowledg¬ 
ments ofwingmen checking in are partic¬ 
ularly well done. The few wingman com¬ 
mands you have available when you are 
leading a section are not very effective, 
but it is still wise to stick close to your 

want to attack or elude. 

STRANGE BREW 

Sabre Ace’s flig ht modeling is a 
bizarre mix of realistic and arcadelike 
elements. One almost gets a sense that 
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the design resulted from a pitched battle 
between realism nuts and action-game 
fans. The planes have a pleasantly fluid 
feel, with suitably mushy low-speed han¬ 
dling, and do bleed airspeed in turns, but 


inputs to prevent stalls. All aircraft are 
overpowered in climbs and can maintain 


ly. Prop fighters demonstrate no torque 
effects, though lift is appropriately 
enhanced at higher throttle settings. 

once you get to fly the F-86 or MiG-15. 
This problem is exacerbated by the 
absence of blackout/redout modeling. 

Casual gamers will not mind these 
deviations from reality, of course, and 
even serious simmers might find the 
furballs satisfactory if they refrain from 
exploiting loopholes in the flight model. 
What casual gamers may have a prob¬ 
lem with is the sim’s difficulty, which 
cannot be adjusted. The AI pilots vary 
widely in skill. While the dumber ones 

are especially hard to come by in the 
of your opponents are flying vastly 

escape is usually an option. Also, you 
need not succeed at a mission to pro¬ 
ceed to the next. 

NO JOY 

Part of what makes dogfights in SABRE 
Ace so tough is the sim’s awful cockpit 


view system. Only 10 fixed-view direc¬ 
tions are provided, plus a GCI tracking 


the 10 in an attempt to keep a selected 

word here—there are large gaps between 
views that should rightfully overiap. An 
enormous blind spot also exists upward to 
the sides and rear. Combining the GCI 
view with pedes at the target information 
displayed on the dash is workable once 
you have learned some of the ATs behav- 

trated. Blind spots also make finding tar¬ 
gets annoyingly difficult 
Except for some stunning aircraft 
renderings, the visuals are pretty, not 
jaw-dropping. Ground detail is coarse 
except near cities, yielding a poor sense 

visibility limits are high, and Sabre Ace 


boasts impressively fast frame rates with 
full terrain texturing—if you have a 3D 
video accelerator card, that is. Non- 

be playable on an average Pentium 
unless you turn the detail all the way 

can bog down when the view fills with 
too many aircraft or flak bursts. Be 
warned that a few buyers have encoun¬ 
tered installation problems on systems 
equipped with 3D cards. 

Sabre Ace shows much promise, but 
is ultimately flawed. Even if you can 
accept the flight-model simplifications, 
the game’s otherwise immersive game- 
play is still marred by its deficient, playa¬ 
bility-sapping cockpit view system. This 
may be the best Korean War sim 
released in many years, but right now, 
that’s not saying much. % 
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REVIEW • ARMORED FIST 2 





Two Too Many 

NovaLogic Takes Another ShoLand Tanks 


D NovaLogic’s Armored 
FIST? Three years ago, 
many gamers were turned 
off by its blotchy graphics 
and lack of realism. While 
Armored Fist 2 sports 
better graphics, sound, and 
multiplayer capabilities 
than its predecessor, it’s still 


Armored Fist 2 puts players in the 
role of a U.S. Marine Corps tank com¬ 
mander participating in United Nations 
>us hotspots 
j begin your career 



Although Armored Fist2 is a DOS 
game, it installs easily and can be played 
under Windows 95. The manual ade¬ 
quately covers the game’s mechanics, but 
provides no information on vehicles or 
ns in the game—other than the 
M1A2, and even that is minimal. A key- 



► AA ABRAMS In Armored Fist 2, the Ml A2 tank is one nasty antiaircraft platform, 
capable of easily shooting down helicopters and attack aircraft with armor-piercing 


can call on A-10 ground-attack aircraft, 
AH-64 Apache helicopters, and rocket 
artillery for additional support. M2 
Bradley infantry fighting vehicles tag 
along on some missions. Opponents 
include T-72 and T-80 tanks, BMP 
infantry fighting vehicles, BRDM 
armored cars, Tanguska antiaircraft vehi¬ 
cles, Mi-24 Hind gunships and Su-25 
Frogfoot ground-attack aircraft. 

STEEL OFF TARGET 


ALL BUTTONED UP 

bination of joystick and keyboard com- 

(known in the M1A2 as the commander’s 
independent thermal viewer, or CITV), 
tank commander unbuttoned, gunner, 
and driver. There are also four external 
views and a map screen portraying the 
MlA2’s interveliicular information sys¬ 
tem (MS). From this screen, you can 

by assigning waypoints. You can also 



can overlook quite a bit as long as the 
game at least feels somewhat real. But 
with Armored Fist 2, my credulity is 
stretched beyond its limits. From the 
commander’s station, I can order my 
tank to speed up, slow down, and stop, 
but I can’t order it to back up. I can 
shoot down helicopters and jets with 





tions and are usually quickly shot down. 
Artillery is called in from the gunner’s 










ARMORED FIST 2 • REVIEW 



station simply by pointing the gun at the 
target area. And where the heck is the 
infantry? Basic tactics such as fighting 
from hull-down positions aren’t even 
part of Armored Fist 2. Standoff- 
attacks with long-range antitank guided 


ly make gun bar¬ 
rel adjustments for the ammo type that 
you load. After that, just squeeze the trig- 

adjustments until a hit is scored. 
Unfortunately, poor design decisions add 
needless complexity to manual gunnery, 


One of the most annoying aspects of 
the original Armored Fist was the 


made it difficult for you to shoot at the 


mining this aspect of the game, 
dent at manual gunnery, I found that as I 

my tank had to rapidly engage multiple 
targets, I needed to turn the autolock fea- 


Autolock targeting remains in ARMORED 
Fist 2, but it’s better implemented. And 
this time, NovaLogic didn’t make the 
mistake of leaving out a more realistic 
gunnery model for those who want to do 


ture back on. Manual targeting was too 
slow and too unwieldy. Playing from the 

enabled is the best way to win the more 
difficult missions. But most armor-sim 
fans would prefer to spend their time 
shooting the 120mm gun than driving. 


TURKEY IN YOUR TANK 

The game severely lacks in the AI 
department. Some units are totally pas¬ 
sive as you pick them off one by one, 
while others act as if they’re intent on 
ramming your tank. Mission complexity 
and difficulty is achieved by adding 
more and more enemy units to destroy 
while forcing you to control more and 
more brainless friendly units. I also 

es and an apparent bug that causes 
units to become confused by their way- 

Anyone hoping that ARMORED FlST 2 
might be a worthy successor to Ml TANK 
Platoon, the MicroProse classic 
released back in 1989, will be disappoint¬ 
ed. The good news for armor fans is that 
tank simulations, which have been 
neglected by game publishers for years, 
are suddenly in style. At least there’s hope 


►APPEAL: Gamers who are looking 
for an unrealistic, but easy-to-play 
tank simulation. 
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At just over 1,500 miles per hour 
the loudest sound in the coekpit 
V is ..your heartbeat. 







" xperience palm sweating, heart 


pounding excitement with the new 
Ultimate Per4mer ® Force Feedback 


Racing Wheel. FEEL every BUMP, 


SLAM. SKID, and CRASH just like 
professional racers for the most 
intensely real gaming experience 
available. Once you feel the ride - 


’ll never want to stop. 
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Hie Plot Thickens 


What This Sim Lacks in Flash and Dazzle It Makes Up For in Storyline 

by Thierry Nguyen 


I more focused on looks and a pilot for the human for 

movies than oil innovation. replayed those particular missions, I 
TTie DARKLIGHT allowed myself to be captured by the 

CONFLICT had a very pret- enemy and flew as a P.O.W. The basic 

ty engine that was attached mission goals stayed the same, but the 




X-V s. TIE Fighter 



Forced Alliance has the 

quite good gameplay, but 
dated graphics. However, if 
you’ve been aching for a 

devoid of storyline, you 




Forced Alliance’s plain 



GRAPHICS SCHMAPHICS 

• graphics. Even when using 
3Dfx-acceleration, the 




Star Rangers and 
Star Crusader than 
of anything that came 
out within the past year. 
Hardware makes slight 

tures on the ships, gets 
rid of pixelation, and 
boosts the frame-rate. 


with the lac 


f single¬ 


ward “Us versus Them" type of space 
war, but things get a bit more complicat¬ 
ed as the game progresses. In the begin¬ 
ning, there are only three sides: Humans, 


the plot shifts so that you don’t know 
who your friends really are—some 

staunchest allies. 


important decisions, such as with whom 
to ally and which missions to accept; as a 
captain you will make the actual deci¬ 
sions. There is one “best” ending, but to 


player in X-WlNG VS. 
bat graphics in TIE Fighter; wanted 
more influence in the 
story than WlNG COM¬ 
MANDER IV; and can bear with the dated 
graphics and lack of multiplayer games, 
Forced Alliance is a good buy. I hope 
that Forced Alliance is a sign that 
meaty single-player campaigns and sto- 



determine how the story flows. Many 
times, you will be given dialog choices 


when you start the game at the lowly 
rank of pilot, there ar 


the game in which you fly their ships. 
Each race’s ships handle differently, and 
each features one unique ability. Some 
of the races have two ship types, but the 
difference within those two ships is 


Combat is quite good, as the enemy 
AI will properly use the each ship’s 
advantages. One aspect of combat you 
might find frustrating is that only one 
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Build and 


1 fINE art of conquering the world 


BUILD A NATION AND 
CONQUER THE WORLD! 


1 ..| 1 g I RUriiifl' Combining elements of resource 

i! » management^coiiomn: trade,j 

exploration, diplomatic maneu- 

■-ix'jd - f 11000 vering and military conquest, 

JRk' / IMPERIALISM- challenges you 

JmjiMUUpm %• gj| to attempt what few m histot y 

■ >’ I have dared: unify the world 

j } <_t ! under one leader !To achieve vie- , 

' • ' tory-yoK .inustiideyelop your 
KEK£gg| Bit® country’s infrastructure through 

i •' ' deft manipulation of delicate 
aj^SEMaM si — i economic, diplomatic and mill ' 

tary resources. Then, skillfully 
maneuver it to a positidn of dominance in the Coundl of 
Gcwernors.Your Gabinttdaimsters A ofaurse, offer varpng 
amounts o; advice. But, whether you engagfrajsingle opponent 
'head-to head or join a 7 player network challenge, ultimate’' 
control over your nation’s fate - and the fate of the world - is 
yours and yours alone. ; , : 


WINDOWS' 95 & Mac' OS CD-ROM 


-234-3088 (USA & Canada) with Visa/MasterCard. 


TO ORDER: Visit your retailer or call 1-800- 







addictive wargame since, well, since the original. It 
should be a sensational hit, and it deserves to be.” 

—PC Gamer, Editor’s Choice 


—Computer Games Strategy Plus 


PANZER 

GENERAL 



that are faithful to the real ones 
of WWII. Of course, beauty 
goes beyond skindeept.the phe- 

nomenal game play dfthe second I* . — c_ja 

generation'pANZER G^jsaI game 

1 engine is truly anesoinecBattles rage through WWII’s Pastern 
and Western Fronts, North Africa, even the coiMnentknJSA. 
All new campaigns and: scenarios feature ® clds%3Sttles 
fought at Dessau, Leningrad, Malta, Tobruk and Jfiord.- 
Miiltiplayer battles, of up to 4 players, feature. 12 scenarios 
specifically designed for multiplayer action! 


Devdoped by ttie SSI Special Projects Griiup .. 


Play Panzer General II oni in*i? 
at: www.clubssi.com 




LEAD AN ARMY AND 
CONQUER YOUR ENEMY! 

PANZER GKKF.RAI* II. More 
, than a sequel. An entire genera¬ 
tion beyond anything jet seen in 
strategy games.: And seeing is 
believing. Witness the LivfflG' 

••• ©blggSt d,' a new,standard for 
strategy game artwork Thirty., 


PMZER GEMRAL 
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REVIEW • MYTH: THE FALLEN LORDS 


Bloody Good Time 


This Is Not Your Kid’s Real-time Strategy Game 


ungie’s latest game, Myth: I 

H^B The Fallen Lords, is not 
^B ^B for the weak of spirit... or 

1 ^Bstomach. It is, however, a | 

1 victory for all of us who 

love the combat aspects of 

■K games like Age OF 

^B ^B Empires and WarCraft, 

IP li but could do without the 

endless gathering and 
building. Featuring a physics-based 3D 

Myth strips the standard real-time 
strategy game to the bone. What it leaves 


behind is brutal and bloody combat that , 
is engaging, addictive, and brimming 
with more attitude than a surly dwarf. 

Y SNOW BLIND Weather effects, including snow, can affect your troops’ 

I performances. 


Bungie wisely decided to r 


ers for Myth, 



TELL ME A STORY 

The premise of Myth is pretty stan¬ 
dard. An army of the undead is ravaging iar tantasy staples with some new cre- 

your homeland, and you must drive them ations of its own. You will immediately 

this tired would choke the originality out archers. The unfamiliar elements come ii 
of a product, but MYIHs story stands out the form of the walking dead: gruntlike 

because it is detailed, original, and well- thralls, spirit spearmen known (appropri- 

integrated into the game. The prologue, ately) as soulless, exploding gas-filled 

cut-scenes, and unfolding plot combine to corpses called wights, and others, 
involve you in the conflict at a deeper Each unit, friend or foe, has a unique 

level than a shallow back-story ever name and a unique history. As the men 

could. You get an actual sense of unease under your command gain experience, 

as you face the dark times ahead. they become more effective and more 


valuable. An archer with 10 kills will fire 
faster and more accurately than an 

ans that have survived previous battles 
will occupy the positions that would oth¬ 
erwise be filled by raw recruits. 


TALK ABOUT A CONTROL FETISH! 

back, left, and right, butyou can rotate 
your perspective based on two separate 


Jk 
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focal points. One rotation pivots around 
the center of your field of view, allowing 
you to circle whatever you are looking at. 
The other allows you to rotate in place, 
which gives you a view of the surrounding 

difficult. With practice, however, you will 
quickly learn to appreciate the view sys¬ 
tem’s flexibility. My only complaint about 
the controls is that you should be able to 
adjust the view’s angle of elevation, as 
fighting on high ground frequently left me 
unable to see enough of the battlefield to 
fight effectively. Otherwise, I found that 
the controls worked well and were well 
thought-out 

DANCE OF THE DEAD 

Most games offer you a few easy 


Fail to take the high ground and you’ll be 

over the rise. Let the wights get too close 
and these walking bombs will shred your 
ranks with wave after wave of earth-shak¬ 
ing explosions. In short, you need to think 


ing levels. It’s disappointing that Bungie 
would put so much effort into this game 
and then ship it with game-crashing bugs. 
There is a patch available online, but that 
doesn’t excuse the fact that the retail ver- 

But Myth kicks some serious butt Not 


ne. Myth does not. Make 
no mistake; this game is difficult. 

The most surprising thing about the 
gameplay is the degree of strategy 
required to win arty given scenario. You 
begin each mission with a set number of 
units, and unless you find additional 
troops wandering around the level (or 
fighting for their lives), that’s all you have 
to work with. Myth allows you to arrange 
your units in a variety of formations. 


how you arrange your forces affects your 

you want to have any veterans left for the 
next scenario, you will need to figure out 
an effective way of deploying your troops 


YOU LOOK GOOD IN RED 

The action happens in a beautifully 
rendered world. Arrows and bombs arc 
gracefully toward their targets, blood 
stains the ground where it falls, and freshly 
removed heads roll slowly downhill. The 
dwarves’ explosives blacken the earth and 
the remains of corpses lie in heaps on the 
ground. Seasons, and weather, change, 
bringing rain and snow that affects the 
performance of your troops. Wind blows 

fuses of dwarven bombs. 

The 3Dfx rendering is marvelous, but 
there is a catch—the game shipped with 
a bug in the Voodoo Rush routines that 
sometimes crashes the game while load- 


since DlABLO has a game so captured my 
attention and waking hours. With its 
blend of in-your-face combat, realistic ter- 

acters, Myth is a winner. % 
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REVIEW • EAST FRONT 




Frontal Assault 


TalonSoft’s Reach Exceeds Its Latest Engine’s Grasp 


by Loyd Case 


[ game that depicts small-unit 
actions in detail during the 
immense struggle for Mother 
Russia during World Warn- 
seemstobeawargamer’s 
dream tide. The new game 
engine (though still turn- 
based) is now fully 32-bit and 
Wmdows 95-optimized. The 
maps are dynamically generated using a 

un into quite a variety of terrain and 
' ~ are 49 historical scenar¬ 


ios (including a siege-oriented scenario 

Dunnigan) and three tutorial scenarios. 
Despite all this, however, the East 
Front experience falls well short of 
being that of a great game. 


GROGNARD LITE 

The interface in East Front is quite 
similar to the one used in TalonSoft’s 
Battleground series, but now there's a 

access by the use of hotkeys. There’s also 


a new toolbar at the 

intimidating than 
that of earlier 
TalonSoft games. 
The only issue I have 
with the interface is 
the use of a modal 
switch between fire 
and movement. You 


learn quickly to 
hold the Ctrl key 



which is adjacent to the move/fire mode 
button on the toolbar. 

Each unit represents a platoon or 
battery of artillery. You must call in both 
indirect artillery fire and air strikes a 
turn ahead, and you have a limited 
number of air strikes available in a given 
battie. Movement of all unit types is 

the mouse or the keyboard. There are 
quite a few hotkey equivalents, which 


are convenientiy printed on the back of 
Speaking of the manual, it’s very thin, 

to play the game. For example, supply is 
handled through the use of HQ units, 
yet there’s almost no discussion of how 
these rules work. The READ.ME file 

do the tutorials. Still, there's far too little 
information, especially when you con¬ 



trast East Front’s manual 
with the one included in 
Close Combat 2, another 
recent WWII small-unit 
game (see the review else¬ 
where in this section). 

design features as well. If 
you thought infantry was 
useless in STEEL PANTHERS, 
be prepared for the opposite 
problem in East Front. 

ly tough as to be quite unre¬ 
alistic. Several times I 

multiple armor platoons on 
single, often severely dam¬ 
aged, German infantry units 
in open terrain, only to get a 
bloody nose in the process. 
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Certainly the quality of Russian units 

able, but this occurred even with the 
Soviet Guard’s armored units in the 1944 

great that leaders can rally disrupted 
units, but leaders alone in clear terrain 
shouldn’t be able to fend off multiple 
SMG platoons. ~ 

A SCENARIO FOR ALL SEASONS 

The real strength of East Front lies 

timetable ranges from the opening of 
Barbarossa through Operation Citadel 
(Kursk) up to the desperate retreats of 
1944. Since the scenarios are precreated, 
the starting positions tend to follow the 

Some of the battles are big. Dead 
End on the Road to Kursk, for example, 
is a 30-tum scenario with hundreds of 

took the AI35 minutes to complete the 
opening turn on a 266MHz Pentium II 


with 64MB of RAM Even when playing 
smaller scenarios, you should plan on 
having something else to do when the 
computer is moving, as it does “think” for 
quite a while. 

Overall, East Front is a mixed bag: 

that was simply shipped too soon. It’s 
probably worth getting for the historical 

needs work (see the sidebar). There are 
other nice touches, such as the over¬ 
sized hexes, in which you can actually 
see all of the “stacked” units-which 
makes the job of searching for specific 
unit types in a large firefight much easi- 
er. The use of Action Points makes the 
issue of artificial overrun rules moot. 
Each unit has 100 action points (which 
get used at different rates by different 
unit types). As long as the active unit 
has sufficient action points it can con- 

East Front also ships with a terrific 
scenario editor. You can edit existing sce¬ 
narios or create your own (including 
maps). It’s one of the most flexible and 


easy-to-use editors I've seen in some 

Still, all of the good things about EAST 
FRONT can’t hide its many problems. As 
of press time, TalonSoft has released two 
patches and additional documentation 
that fix some of the problems, but seem 
to have created others. If, like me, you 
are captivated enough by the historical 
period to try East Front despite its 
shortcomings, be aware that the game is 
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****1 REVIEW • CLOSE COHBAT 2: A BRIDGE TOO FAR 



Off to Martel 



Real-time Wargaming Comes of Age 


GARDEN OF DEATH 
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CLOSE COMBAT 2: A BRIDGE TOO FAR • REVIEW 



When Microsoft released CLOSE COMBAT more than a year 
ago, there was nothing quite like it on the market. The design¬ 
ers at Atomic Games have now raised that standard even fur¬ 
ther by smoothing CLOSE Combat’s rough edges. This time, 
the company has included features that not only add variety 
and improve gameplay, but also provide a significant amount of 
long-term replay value—one of the original game’s greatest 

From a gameplay perspective, A BRIDGE TOO Far isn’t all that 
different from CLOSE COMBAT. The emphasis remains on tacti¬ 
cal engagements between infantry sections and individual vehi¬ 
cles. However, many of the changes implemented in the sequel 
have made what was a good game outstanding. The interface is 

are more units and more missions (and greater mission variety). 
You can edit missions with the Battlemaker feature to design new 
scenarios (although there is no way to create additional maps). 
Hie game’s stronger strategic element provides more depth to the 
dynamic campaign, and modem-to-modem play has been 
added. Also, network play is more stable than before. 

The game comes with 33 battles, which can be played sepa- 

campaigns, based on battles in the Eindhoven, Nijmegen, and 
Arnhem sectors. The ultimate challenge is the grand campaign 



paratroopers pay a high price for their initial gains while mini¬ 
mizing their own losses until an armored counterattack can be 
launched. As was the case historically, the strategic situation 
favors the Germans. 

HITTING THE DIRT 

The game isn’t that difficult to play, but it is tough to master. 

yve fast, sneak, fire, 


you use either a mouse-activated menu or keyboard commands. 
Some players have a hard time getting used to the combat stress 
psychological model that can cause units to act on their own ini¬ 
tiative. Occasionally, this results in heroic behavior, but more 
often, self-preservation instincts prevail. Players must also devel¬ 
op effective tactics and small-unit strategies to have any hope for 
success when playing at the higher degrees of realism. 

Not all changes made were for the better, nor is the game 


ings no longer have the interior walls that sometimes made for 
interesting indoor firefights. The game replay feature is gone, as 



is the ability to give units orders to defend or face in a specific 
direction. Although some buildings in the game are designed to 
allow vehicles to enter them, there are bugs in the game that 
sometimes enable a tank or antitank gun to get the benefit of 
being on top of a multilevel building. Tanks sometimes have 
problems deciding which way to face. As a result, a tank’s hull 

Fans of turn-based wargames might be inclined to write off 
A BRIDGE Too Far as a simplistic real-time clickfest or yet 
another effort that sacrifices gameplay for eye candy. But they 
would be very wrong in that assessment, for A BRIDGE Too 
FAR is an engrossing affair; one in which you can easily 
become immersed for hours. No other game can touch it for 
conveying the sights, sounds, and feel of combat at the butt- 
end of a rifle. % 
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Pax Nausea 


This Ambitious Trip in the Final Frontier Is Fraught With Problems 


jy Tim Carter 


consistent flow of informa- question to give your orders, 
tion. Pax Imperia 2, 


A 

HVH Ihc long-awaited 

fl ■ sequel to the popular 

H Hi Macintosh product, 
gives gamers virtually everything 
they could ask for in a space-based 


by the map. Yet, the random setup does 
not include a basic algorithm for separat¬ 
ing players at the beginning of the game. 

Once in a while, this “feature” worked 
to my advantage by pitting AI ra 



have left out or obfuscated the 
flow of information within the 
game's interface to the point that it 

enjoy the game. 


NEW FRONTIERS 

Pax Imperia 2 offers a package 
of options and challenges similar 
to that of Master of Orion 2, 
with the addition of a real-time 


game. Why should a galactic emperor be 
rushed, when tu: 


many things going on in disparate parts 
of the galaxy, it’s easy to miss an impor¬ 
tant event or activity—to the detriment 

Which brings up the question of infor¬ 
mation. Pax IMPERIA 2 has many interest¬ 
ing features: a decent technology tree, 


TEDIUM AD INFINITUM 

The game’s interface makes your 
development either tedious (if you 

; it) or boring (if you let the 
computer handle things). Defensive 

not be ordered in advance. You must 


plays out like World War I: lots of point¬ 
less attacks, little progress. 

Many of these problems could be 
fixed throi 



■■ 
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★ **)l REVIEW • ENTREPRENEUR 


u Mind Your 
Own Business 

Wanna Be the Next Bill Gates? Here’s Your Chance 











ENTREPRENEUR • REVIEW 



ble, and so on. There are 
so many factors to juggle, 
you’ll be as bald and ulcer- 
ridden as a real-life CEO in 
Welcome to the big leagues. 



THAT'S NOT ALL! 

Direct Action Cards represent the 
dark side of corporate strategy. Players 

resource pool. The primary purpose of 


uncertainty, and doubt). And just when 
you think you have your computer 
opponent on the ropes, it will aim a cam- 


life, market volatility means the tide can 
turn repeatedly throughout a single 
game. Multiplayer mode is even more 
fun. Up to eight would-be tycoons can 


aren’t attempting to apply real-world 
simplified model. 

In the end, ENTREPRENEUR is much 
more fun than a spreadsheet, but it takes 
almost as long to fully learn. Patience is 
definitely a virtue here, but tenacious 

inside peek at the sink-or-swim world of 


chief competitor is gaining market share, 
you can play a caid that announces a 
legal suit over copyright infringements 

product tumble. Or you can use a card 
to lure a key executive away from the 
competition. Dirty tricks? You bet. This 

constantly challenging, thanks to an 
aggressive, take-no-prisoners AI. Subtle 
and merciless, the AI will relentlessly 
blast you with marketing FUD (fear, 


the Internet (using Stardock.net). 
Logging on and creating or joining an 
online game is a breeze. 

THE EXTRAS 

Game graphics are clean, yet 

quality). Beyond the map’s animated 
water and the constantly updated market 
data, most game screens are static, with 
little or no ambient sound. Unfortu¬ 
nately, this is exactly the kind of game 
that needs some multimedia window 
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**** REVIEW • NETSTORM 




Winds of Change 

Stormy Combat Game Brings New Energy to Real■ Time Strategy 


by Tahsin Shamma 


A fine for small talk, but find a 
room filled with real-time 
gamers and any talk of a 
NetStorm is likely to 
bring more than just plain 
chitchat. NetStorm is a 
game like no other. It invig¬ 
orates a genre that some 


gamers who are just settling into the tra¬ 
ditional WarCraft 2 game design. 

A word of advice: NetStorm can 
intrigue and enthrall you, if you’re willing 
to accept the fact that real-time strategy 
games are not all the same. The only 
game that I can recall with a similar feel 
was Atari’s Rampart (an arcade game of 
castle-building and cannon-firing). 


STORM OVER NIMBUS 

NetStorm takes place in the mythi- 

ed into three “spheres” of interaction: the 
Serenisphere, a heaven in which players 
match up for Net battles; the Pyro- 
sphere, the island-laden arena in which 
players engage in combat; and the 
Deusphere, the lowest realm, from 
which the Furies hurl up Storm Geysers 
to fuel the battles above. Of these 

two; the third, where the Furies of Wind, 
Rain, and Thunder battle, is an imagi¬ 
nary realm whose sole purpose is to pro¬ 
vide atmosphere and backstory. 



Pyrosphere and must construct bridges 
to launch assaults against others. This 

to the gameplay, but it enhances strategic 
thinking, as no two bridges may overlap. 
Thus, it is possible to cripple an enemy 
just by cutting off his avenues of con¬ 
struction. If enemy bridges surround a 
player, he can’t extend his own bridges to 
attack other players. 

RESOURCES AND CONSTRUCTION 

Players have the ability to harvest the 
energy brought up in Storm Geysers as 
Storm Crystals. The crystals provide 
Storm Power that is used to construct 

to cast spells. Players use their Storm 


Power through the single High Priest, 
an avatarlike unit in gameplay. The 
High Priest is the only unit capable of 
constructing buildings—including the 
all-important temple, which allows 
players to harness Storm Power and 
radiates the necessary power for build- 

construct buildings might seem as if it 
would hinder construction, but there 
are really only two buildings that need 
to be built to start any game. 

Once players build a temple, the 

al “barracks” site. The workshop offers 


units that allow you to extend the range 
of your temple’s Storm Power. 
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A Pale Shadow 



Despite Grant and Sherman, This Battle Is Much Less Than Expected 

by Jim Cobb 
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STAR CO M MA ND 


DELUXE 



Violence, revolution, genocide, and occasionally, 

ALL OUT WAR. 

_|U5T ANOTHER DAY IN THE GALAXY. 

5o what [f it's riot politically correct? It's a gamE ; A : strategic challenge that tests your mettle as well as 
your mind. See. while you're blowing away ships from the baddest races in the galaxy, you've got to build 
your own killer space apriada. If you sjirvive. Star Command Deluxe. Not just your everyday blood and gore. 


Unlimited free on-line play! 



Available 11/37. Impatient? Download the demo @ 

www.metro3d.com 

GO TO #168 @ www.computergaming.com/infolink 
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**** REVIEW • CALAPACOS: MENDEL'S ESCAPE 




Artificial Insanity 

Anark’s Evolution in Platform Games Will Drive You Crazy 













































k QNOT CHESS GAME TH 

It LIS.CK’" lLANLONG* 


sfun to play and will help rate players 
mg the Best in the world" 


i officially endorsed by the United 
largest chess organization in the U. 


official U.S.C.F. 1 


that can award 
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REVIEW • BOGGLE 



Bogglicious 

Hasbro Adapts Another Classic for CD-ROM 

by Charlotte Panther 


l family gatherings? Need to 

energy into your work- 
I place? Maybe you just 

I your superior spelling 

I skills? Whatever the reason, 


where you couldn’t se 
making their moves, but it makes little 
sense in hotseat play, in which half the 
fun is screaming about what your rival 
just did. If one player makes a particular¬ 
ly high-scoring word, there’s nothing 
(short of blindfolding everyone) to stop 
the next player from reusing the same 
word and voiding both players’ points. 


shouts out for a multiplayer mode. This 
really would have been great as a fast- 
paced click-in round—sort of like You 
Don’t Know Jack’s Jack Attack—a 



Battle Boggle. In this two-player round, 
you and your opponent strategically 

that allows for the most 
possible words to be cre¬ 
ated. The layout of the 

difficult to drop letters 

squares, and if you do 
misplace a letter, there is 

Graphically, BOGGLE 
inspired, and lacks the 

Hasbro’s earlier titles, 
such as Scrabble and 
RISK. Despite its foibles, 
though, this is still a bi 



Boggle, plays exactly like the original 
game. You can compete against up to 

LAN, or Internet. The latter two work 
really well—all of the contestants are 
able to work out their words concur¬ 
rently, without worrying about which 
words the other players are forming. At 

subtracts a 
players' lists and adds up the final score 
to declare a winner. 

Hotseat shouldbe the perfect way to 
play this game -four crazy people vying 
: up with the best word. The fact 


sts of a 4x4x4 cube that you cai 
rotate to help create longer words. As 
you use each letter, it disappears, until 
words can no longer be made (or you 
run out of time). 

single-player-only games, is best 
described as the wordsmith’s Tetris. 
The idea is to score as many words as 
possible as the clock counts down. 
Every 20 to 30 seconds the blocks of 
letters creep one step closer toward 
you. The game ends when the letters 
are so close to you that they’re ... 
well... in your face. 

In Space Boggle, you form words by 
clicking on individual letters that float 
toward you like asteroids. Space Boggle 
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Bad Lands 


Scorpia Gets Her Claws on Lands of Lore: 
Guardians of Destiny, and She’s Not Happy 



I the first LORE. Luther 
one, he’s cursed by random transforma- 

The beast form is slow, ponderous, and 
fighter of great power. The lizard form is 


the other hand, it is extremely fast and car 


consult the Draracle about ridding himself 
of the curse. It will be a long and difficult 
trail before he is able to do that. 

SOLO MIO 

Guardians of Destiny is a single¬ 
person, real-time, 3D game. There is no 
party of characters, nor does anyone join 

solo adventure. 

In the lower-right comer is a portrait 
of Luther, plus icons for; your weapon 
and current spell, along with a blue bar 
for mana and a red one for health. 
Clicking on the portrait brings up the 
inventory box, which displays everything 
you’re carrying, as well as which 




fi 


used for strength, mana, or hit points. 

Combat is a simple procedure. 
Luther faces his foe, and you click either 
the weapon icon (to swing or shoot mis¬ 
siles) or the magic icon (to cast a spell). 
The spells come in sets of four; when 
Luther learns a spell, he gets the whole 
set at once. To cast a spell beyond the 
first, you can hit 2-4 on the number 
keys, or target the opponent with the 


RPG-starved 
gamer, this 
one is a dis¬ 
appointment 
beyond 

words. 99 


mouse and hold the rightmouse 
Conversation in the game is a 

















Ambushes. Barrages. Conflagrations. 

It Doesn't Get Any Better Than This! 

Soldiers at War is turn-based, squad-level combat with all the heroism and drama of a good World War II 
movie! Lead a squad of 8 men through a hair-raising campaign of 15 linked scenarios. Experience D-Day 
and the assault on Monte Cassino. Execute commando raids and fight fierce house-to-house battles in 
blasted cities like Anzio and Dresden. An extremely flexible mission editor and 15 extra stand-alone 
missions, many from the German perspective, make the action virtually endless. Four-player multiplay 





SCORPIA 


have to say about GUARDIANS OF 
DESTINY. As a game, it is a horror. 
Everything that could be put in to 


silver leaf from a graveyard. Once 
there, you find an open building lead¬ 
ing to underground crypts—the obvi- 


bead. The connection is blatant, and 
you charge the bead. This opens a 
building upstairs, where you find mor 
beads, which you charge to open 
more buildings for more beads, 
which you charge...well, you 

Except, halfway through, you 

(a sunken city), a place that you 
reach by jumping along a pit in 
the jungle. Once there, you 
look around until you find the 
second claw and charge a bead 
there, because the ones from 
the crypts won’t do anymore. 


you talk to the ghost of a Dracoid 
Priest. That’s if you found the item 
you need to do this in the Ruins; oth¬ 
erwise, you have to go back there 
again and find it, presuming that you 
realize this is necessary. 

The priest has a favor to ask of you: 

bring back his remains so he can rest in 
peace. You do that, but still have found 
no silver leaf. Instead, the priest directs 
you to have a chat with the ghost of the 
Dracoid Emperor. Among other 
things, you will need one bead charged 
at each of the three claws to reach him. 

The Emperor has a request, too: 


underground crypts. In this area, you 
find the third claw and charge up 




l’t be avoided, as all other exits 
are blocked off, and you 
can’t skip the video. 

After all that, you can 
hike back to the graveyard, 
have a final chat with the 


lect the silver leaf. And this 
game. Having fun yet? 


PLATFORM FOLLIES 

Here’s another quick 


■a 


mm 





GO TO #283 @ www.computergaming.com/infolink 














DVENTURE/RPG 


SCORPIA 


I 


inanity. You go to the 
citadel of the Ruloi 
because they have the 
Dreamstone you need to 
raise the Ancient City. To 
reach the stone, you have 
to leap up the side of a 

ledge to platform, 42 
ally easy, and not especially 

At the top, you’ll find our 
old friend from Pagan, the 
disappearing bridge. Its a 



and Dawn are having a 
romp under the blankets. 

ending of the game. Not 
quite the type of climax 

maybe satisfying for 

Overall, Lands of 
Lore: Guardians of 
Destiny is a disaster 
fromstarttofinish.lt 
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GAMER’S EDGE 

Your Source for Ruthless Strategies, Tips, Cheats, and Hacks 


Jedi Knight 

Eight Levels of Secrets to Help You Grow in The Force 

by Thierry Nguyen 


1: Double-Cross on 
Nar Shaddaa 

Secret One: After passing the first fan, you’ll be walking down 

Descend to the ledge, and then jump onto the slanted ramp next to 
the ledge. You’ll then find yourself in a passage that will take you to 
the top of the fan. 


Secret Two: Shortly after another fan, you’ll find yourself on a 
bridge. Swing your head to the right, and you’ll see a Gran on a 
ledge. Jump down to that ledge. 

Secret Three: When you’re ascending the first 45-degree lift, 
make a pit stop on the little alcove to the right. 

Secret Four: When you reach the bridge that the TIE Bomber 


3: The Return Home to Sulon 


Secret One: The secret is right behind 
the start location; turn around and shoot 



where it collapses. When you kill the 
Tusken Raider, you should be near a weak 

Secret Four: When you reach the green 
area that requires the red key, go to the 

Shoot the wall on the left. 


Secret Five: After opening the red door, 
make your way to the hall with the 
Tuskens and the cubbyhole. Go to the sec¬ 
ond cubbyhole and shoot the oark wall 
behind it. 

waterfall, you can go up a ramp back to 
is a hidden alcove; use your field light to 
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Fallout 

A Quest Guide for the Fearless Mutant Killer 



FALLOUT provides a great role-playing experience, 


tent with how you wish to play. The bad news is 
that the wide breadth of options makes it impossi¬ 
ble for one article to cover all solutions for all the 
quests. Instead, we’ll look at the major quests and 
some others that often stump players. There are 


really need the help. 


the vault and repair the second elevator. On the last level, go to the 

Junktown- 

the sheriff get Gizmo. Either plant the bug on Gizmo using the steal 
skill or wear the wiretap while you agree to kill the sheriff for him. 
Then return to Killian. To bust the Skulz, the most reliable way (acces¬ 
sible to all characters) is to watch a fight in the Skum Pitt and then talk 
to the Skulz and steal an urn to join them. After they tell you about 
their plans to kill Neal, talk to Lars. 



Necropolis 

leader. Go north and leave the sewers to reach the Water 
Shed. Reenter the sewers using the manholes on the street 
to find the missing part (junk) of the water pump. To reach 
the water pump and the water chip, you'll have to make it 

past them by other means. Fix the water pump by using 
the junk on it Enter the sewers in the same building to 













STRATEGY. & TIPS: FALLOUT 



The fitnw _______ 

Agree to the Brotherhood’s initiate quest. 
Take three or four Rad-X pills, several 

to the Glow. Stop just before reaching the 
Glow and pop a couple Rad-Xs. Use the rope 

die; your Rad-Xs won’t last forever and you 
can die if you get too radiated. Search the 

and the Brotherhood’s holodisk/ 

Deactivate the elevator traps using color- 
coded keys you find. On Level Six, repair the 
generator by the computer and turn on the 
main power so you can go to Level Five. 

Save before leaving. If you are seriously 
radiated, take some RadAways.before leaving. 
If you get sick, take more and keep going. 

Brotherhood 

Take the disk from the Glow to the 
Brotherhood. Perform a quest for Talus or fix 



repair shop to get 
Power Armor. Talk 

and the elders to get 
a quest to scout for 

Military 



The Military Base is far north and a bit west 
from the Brotherhood. There are several ways 
to get past the guards outside. Regardless of 
your method, you need a holodisk from the 

rupt the yellow force fields, use explosives or 
“repair” their emitters. Or, hack into the com¬ 
puter on the east side of the first floor. Use sci- 

ate something that will toggle the force fields. 

On the third level, kill the prison guard or let 
him take you to his leader. If you go with him, 
kill the leader and his friends. Retrieve a 

strange-looking key from a locker nearby. On 
the fourth floor, get past the last force field with 

him). Save your game. Access the computer 
and try to hack the security codes. Set the self- 
destruct for 300 seconds. Run like hell. 

fariiadral _. 

can sneak around here wearing a purple 


cloak. Unlock the door to the stairs (Laura 
can unlock this if you've talked to the 
Follower’s leader). 

Go up and kill Morpheus. Get his black 

yet. Go downstairs and open the door at the 
back (use the black key or pickthe lock). In 
the basement, you may find a door you can’t 
open from this side; wait for someone to 
open it If you want to meet the Master, first 

northwest of the second level. 

On the third floor you have two choices. 
Go east to meet the Master and then run out 
of the Cathedral and off the grid before it 
blows up; or, go west through some locked 

strange key from the military base. Then beat 

Once you’ve killed the Master and 
destroyed the Military Base, you’ve completed 
the game. Sit back and see how well you did 
saving the world. % 
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Abe’s Oddysee 

An Abbreviated Mudokon’s Handbook 




Escape from Rupture Farms 

Before I lead you to the secret areas and captured 

Mudokons, you need to know how to 
screens in the game. When 

KElllI-llf you press P ause ke y- y° u ' n see a i' st of 

1CVIC ||)f options. At the bottom of the screen is an 

alphanumeric code (for example, R1P02C03). 
Breaking this down, we get Rl, which is the area 


The Stockyards 

Lets move to the next section of the 
game: the Stockyards. Want to play the 
game perfectly? Don’t miss the hidden 
Mudokon in El P06C01. 

You’ll find six secret areas in the 


▲ 








STRATEGY & TIPS: ABE'S OPPYSEE 



Slig goes away again, jump down and through 
the gate. Possess the Slig in El P02C10 and 
take him down to El P02C08. Make the Slig 
shout “Look out!” in order to cause the 
Mudokons to duck, then shoot the Sligs there. 
Destroy the Slig and climb down to 


Walk to the left and chant to open the exit 
gate. Jump through and return to the 
Stockyards. 

But wait! There are two Mudokons still 
back there. You’ll need to go back, but first 
make your way to E1P02C03andgetthe 
rocks from the sack on the lower path. 

From El P02C03, climb down to 
El P02C02, chant, and then return to the 



more cool hints, including more secret area 
walkthroughs and special control tips. 

Rusel DeMaria, CGWs online editor-at- 

author. He wrote Prima Publishing’s Abe’s 
Oddysee: The Official Strategy Guide. % 











GAMER’S EDGE 


Age of Empires 

Be the First to Enter the Iron Age and Dominate Your Opponents 


Pick Your Fights 




















STRATEGY & TIPS: ACE OF EMPIRES. 



By building boats to gather food, you won’t 
have to divert food to build villagers. 

have the necessary stockpile in under 10 

Tool Age: Once in the Tool Age, it’s 
time to beef up your infrastructure. 

You’D probably need to have two viHagers 
stop foraging and start chopping wood, for 
a total of four woodcutters. Once the mar¬ 
ket is finished, have the remaining foragers 
build farms. You should have 6-9 farms. It’s 
important to not build haphazardly. You 

waDc from a farm to a granary. Farmers 
deposit their food in a granary or town cen¬ 
ter, so ring either building with farms, 

each other and the depository. 

During the Tool Age, you want to build 


ing out a dozen more villagers to start gath¬ 
ering wood, stone, and gold. At this time, 
food should stiD be your first priority 

gold foUowing, respectively. Even as you 
concentrate on your economy, it’s essential 
now to build scouts and explore the land. 
Not only do you want to gain the most 

find out where your opponents are and 
keep tabs on their progress. Scouts also 
help alert you when an enemy approaches. 

At the same time you are scouting, you 
should be researching walls and towers at 

ing food on many troops at this juncture of 
the game, so towers make the most sense 
for providing protection for your budding 
empire. Place towers next to aU your 

resources and viDagers. 




















STRATEGY & TIPS; AGE OF EMPIRES 


























STRATECY & TIPS: ACE OF EMPIRES 


GAMER’S EDGE 


starting with Market upgrades, like gold mining, stone mining, domesti¬ 
cation, plow, wheel, and artisanship. You also want to upgrade your units 
at the Storage Pit in anticipation of either offensive maneuvers or defen- 

During this age, different players will begin to manifest different 
strategies. Defensive players will now want to wall off their entire empire 
and crank out villagers to maximize resource gathering for the Iron Age 
and eventual Wonder building. Offensive players will shift their focus to 
the military and start building troops to harass the enemy. 

If you choose to remain defensive and continue on the economic 
route, you will advance quickly, but you can bet your enemies will also 
be entering the Bronze or Iron Age soon. My strategy, rather than allow- 


them to slow their progress, while beefing up my villager production to 

you obviously won’t advance as swiftly as you would have if you 
remained isolated. However, the trade-off is worth it, since you will set 
your opponent back. 

Whatever your focus, though, don’t lose sight of the Iron Age. 
Whoever advances first to this last age will maintain the advantage. 

Iron Age: Finally, you’ve reached the pinnacle of civilization. Don’t 
let up. If you don’t have 12 houses by now, make sure you build them. 
Then, make sure you have a villager population approaching 30. You can 
now relax your food production and apply your villagers as needed. 

Build the rest of the Bronze and Iron Age buildings, and spread your 

Wonder, divert half your farmers and add them evenly to the work forces 
gathering wood, stone, and gold. Once you start building your Wonder, 
devote your entire work force to the effort. It will significantly speed up 

need to make room for troops. 

Whether you attempt to achieve victory militarily or economically, 
your previous efforts will be the key. Always maintain the strongest infra- 



Understanding 

Villagers 

Ensemble provided us with two tables that show how fast vil- 
discoveries will modify their work rate. 

Villager Base Work Rate 


Discovery Modifiers 


+2 to lumberjack carry capacity, 

+3 to stone miner carry capacity, 
+0.30 to stone miner work rate 
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Total Annihilation 


A Guide to Full Metal Mayhem 


by Marlin E. Cirulis 

| 

defensive installations from 
which to choose, and each of 

I could fill half of this maga¬ 
zine with tactical analysis of the 
ground vehicles alone. Instead, 

I’ll concentrate on some helpful 
initial tricks and tactics, along 
with some of the best and worst 
building choices available. 

While it still takes a lot of prac¬ 
tice to make you a master of 
Total Annihilation, the advice 
and observations presented here should give you an ad 
only in the single-player campaigns, but also in Net gai 
your fellow gamers. 


g e, not Success Begins at Home 

ith As with most real-time games, it’s hard to < 

chaos of Total Annihilation if you don’t s\ 


Since the CORE and ARM have an abundance of analogous 
units with similar, if not identical, firepower, most references here 
are to types of vehicles (for instance, amphibious tank means both 
the ARM Triton and the CORE Crock). 


thought building the near-perfect base. Your initial concerns should 
almost always be resources and defense. 

within safe reach. While the temptation to wander far afield scouting for 





















more metal may be strong, try 



up your first factory. Producing 
either Kbots or vehicles is good, 
although the Kbot factory wins 
out if you expect air patrols fairly 


Your initial defensive setup 

fighting the computer or your 
fellow bloodthirsty humans. In 

early danger is almost always 
from aircraft, so quickly get that 
initial Kbot factory built and 
start pumping out those light 

antiaircraft mechs. Don’t both- I in case the enemy gets through your shore defense' 
er with the slow-turning laser 

towers unless you have good reason to believe you will have enemy 



jumble that not only allows for easy 
bat units, but also 

non-optimal as possible. 

make sure you have multiple radars 
up and running (with overlapping 
fields). The worst thing that can hap¬ 
pen is to be blinded by a surgical air 
strike right before a big enemy rush. 


One if by Land 

Land warfare in TOTAL 
Annihilation is fast and bloody, and 
victory usually goes to he who applies 


ground forces in to lunch—the light laser t< 
against fast scout or fighter aircraft to warrant eariy deployment. On the 
other hand, the greatest danger from human opponents is a quick bum 
rush, usually of light Kbots. In this instance, one or two light laser tow¬ 
ers can be a lifesaver, so throw them up as soon as your initial power 


while making his own units difficult 
targets. As you play this game, the use 
of mobile artillery and screens of 
heavy units becomes obvious (the 
CORE Can is the best screening unit 
money and metal can buy), but one 
lesson you need to learn early is to seize the high ground—and know 
what to do with it once you have it. 

As in real life, most battles for high ground, no matter how fierce, are 
worth the price. This is true whether you really need the base, or if the 
battle is simply serving to tie < 


tify it. If you have the time to keep a close eye on things, send in your 
Jer (he is very vulnerable on hilltops, so if he starts to take fire, 
sly yank him down the safe side of the hill) to put up the first 
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And Just Panic 
it by Air 

m n this game, a well-coordinated air 

■ strike, especially early on, can win 

■ the war all by itself. While most 
opponents will be wise enough to set up 
fierce defenses consisting of missile/ 
laser towers, AA Bots, missile tanks, and 


fighter CAP (especially CORE players, 
whose fighters have the edge in maneu¬ 
verability), if you have the time, you can 



You prepare the hammer by first build¬ 
ing your sacrificial distraction flight of 

away from the enemy base, far enough 
away from each other to create several 

up your fighters to orbit just outside 
enemy AA range to try to draw off 
enemy CAP before the attack. The tricky 
part is keeping ail of these groups on 
separate Ctrl keys, so you can take con¬ 
trol and redirect them quickly. This will 



six gunships, all waiting on the deck for 
the attack to begin. When your initial 
bomber rush—with fighter cover and 
decoy screen of recon planes—begins its 
first pass, take control of your gunships 
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ichtung Spitfire 

An aircrafts ability to turn is closely related 
i its airspeed: Fly too fast or too slow, and 
im rate suffers. Unfortunately, the “snap 
im” statistics shown in the Achtung 
PITFIRE aircraft database give no indication 


can pull 6g’s, and the second is the minimum speed for 8g’s. “Max” means comer speed is higher 
than the planes maximum level-speed at the given altitude. 

It is usually wise to stay near comer speed in a turning fight, but be aware that not one of these 
planes is powerful enough to maintain a maximum rate turn in level flight without decelerating. 
Unless your plane is blessed with a high thrust-to-weight ratio coupled with a low “sustained turn 



Knowing a planes comer speed, the speed 

more useful in a dogfight. The following table 
lists the comer speeds for all fighters included 

the first is the lowest speed at which the plane 






























to go off, he may be vulnerable. Gauge how 

and act as though you are trying to get out of 
the bomb’s path by turning toward your oppo¬ 
nent (who has stopped moving). Then surround 
him with bombs before he realizes that you are 
attacking and not hiding. 

3. Got lots of flame enhancements? Players 
on one side of the screen may not pay any mind 
to bombs dropped on the other side, and may 
risk moving in the bombs’ path. Works great 

one knows exactly when, or, more importantly, 
where they are going to blow. 

5. The timer is the best power-up in the 
game. Not just because you can set it off when 


DEFENSIVE TIPS 

bomb and have no way out, still run as far away 
as possible; you never know exactly how far the 

2. When you’re sealed in by multiple bombs 
on two or more sides, move next to the one 
dropped last. If the bombs aren’t connected — 
and you hide from the blast of the first one- 

second by escaping down the path previously 
blocked by the first 

ly sealed area, put a bomb in a place that will 
block off the area from other players, but won’t 

power-up and wait for your own bomb to go off 


Two players are at a standoff and repeatedly i 
up to each other,dropa bomb, and then 
hide around a comer. If one 1 
timer, he can set his bomb of 
second he is out of the way, s< 
ting the other player’s bomb 
off early. When used with 
the kick, this works even 
better. Finally, when 
used with the boxing 
glove or the blue hand, the 


4. Plenty of obstacles between you and the 
nearest opponent? Sometimes you’re better off 
blowing away your side of the screen (looking 
for power-ups) than charging straight for the 
nearest enemy. 

ingout? Always 
look for the 


Linking bombs (so 
the flames from one bomb set 
off another bomb) also helps clear 
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Order Free Product Information @ www.computergaming.com/infolink 































WELCOME TO THE COOPERSTOWN OF COMPUTER Games. Here you'll find, raised upon pedestals, the 
games that broke the records, established the benchmarks, and held gamers in delighted trances for hours untold. 


The Bard’s Tale (EA. 1985! 




36 Pro (Access Software. 1992) 
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THE COMPUTER GAMING POLL A MONTHLY SURVEY OF CGI/I/ SUBSCRIBERS 

E ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results of that poll are combined 
with the results of previous months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please return 
it with your ratings so that other gamers and game publishers can benefit from your feedback. 
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Whats the Deal 
With...the Wrong 
Lessons? 


w 


reveling in the tra¬ 
ditional fall quarter 
frenzy as I write this, 
title after title 
vying to be the hot 
new thing; or, more 

f IM 8 ' 0 


portions of the industry to buy a clue, even when 
the truth is staring them in the face. 

Just look at the Doom bandwagon-jumping. I 
mean, Doom was huge for pretty much two rea¬ 
sons: multiplayer capability and creepy game envi¬ 
ronments. Now it's pretty sate to say that the indus¬ 
try has gotten the message about network and 
Internet capability-even LucasArts has added it to 
Jedi Knight (though by ignoring co-op multiplay 
they stubbornly refuse to complete the picture). But 
the real genius of Doom was shown in its moody 
atmosphere (who can forget their first sight of 
those four demon lords staked to the walls? You 
just knew some serious bad mojo was about to go 
down...), its coherent sound (the heavy breathing 
of monsters just on the other side of the door), and 
its truly chaotic battlefields (with foes that would go 
blood-crazy and kill everything in their path). But 
what’s really laughable is that executives, and even 
some designers, looked at that genius and the les¬ 
son they learned was “Duh...gamers want more 
blood and more Satan.” 

The result is no surprise: a horde of forgettable 
games that did little except generate some really 


stupid ads. If it weren't tor games'such as Hexen, 
which tried to improve upon the game environ¬ 
ment, I would have sworn that the letters D-O-O-M 
created some sort of lobotomizing neurological 
feedback in anybody high up enough in a game 
company to make design calls 
the wackiness doesn’t end there...What lesson 
did the industry get from Tomb Raider? "Gamers 
wanna see big, 3D breasts!" 

What 

lesson did the 
industry 
get from 
Tomb Raider? 

‘Gamers wanna 
see big, 3D 
breasts!’ 77 

Another great "wrong answer" making its way 
through the industry is that the huge sales num¬ 
bers for console games have nothing to do with the' 
fact that the game systems cost less than $200. 
Instead, the powers that be have decided that it 
must be because cartridge games are pretty and 
simple...that must be what gamers want! They 
assume that if they have a computer game that is 
indistinguishable from a cartridge game, and does 
away with all that annoying potential a keyboard 


can give you, it will sell the same number of copies 
as the cartridge game. Of course, it doesn’t occur 
to any of them that when you have just spent 
$3,000 on a rig, you are looking for something a lit¬ 
tle more in-depth than jumping for coins (Those of 
us who actually paid money for Ultima VIII, feel free 
to mutter bitterly at this point.) 

This whole "PC gamers crave simplicity" delu¬ 
sion is staging a strong battle on the real-time front 
as well. I cannot believe that the guys at SSI (who 
gave the okay for Dark Colony) could have come 
away from Command & Conquer thinking, “That's it! 
The key to real-time wargaming is a limited number 
of units, no-brainer base building, and some really 
incoherent and violent animated cut-scenes!" 
Nobody says your designs have to embody original¬ 
ity every time a new one hits the page, but for the 
love of Xerox, at least try to clone the good parts I 
can only pray that somebody out there is busy right 
now picking out the best aspects of Dark Reign, 
Total Annihilation and the whole research/ 
design engine from War Inc. Unfortunately, I sus¬ 
pect that, instead, somebody in a sharp suit is 
showing a screenshot from Conquest Earth to a 
roomful of horrified programmers while saying, 
"This is the direction we need to go on this project.” 

And of course, there isn't even a point in going 
into all the wrong answers that game companies 
brought away from the whole Myst experience. 

Are salaries paid in inverse proportion to compe¬ 
tency in this industry? Maybe it's our fault. C'mon, 
own up to it out there! Are you secretly turning in 
feedback cards, written in crayon, that say “Orgo 
not like game...make brain hurt with complexity and 
my guy not punch out spleens”? After all, there has 
to be some reason that companies keep learning 
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... I've never seen anything like it. 
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.. I've never seen anything like it. 
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Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity, 
please visit us at www.retromags.com 
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